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SEPTEMBER 2000 l А HAND 
GAME OVER... CONTINUE? 8,7,6,5... ? 
With this issue (nur OBth, if you can believe it), we are officially saying goodbye ta PSExtreme, After five wonderful, game-filled years of producing 
what we think has consistently been the best PlayStation magazine out there, we are shutting it down. Now, don't fret — theres no need to 
shed any tears for your great loss, we arent exactly just going away. As they say; “With every ending, theres a new beginning’ and, with the 
conclusion of PSExtreme, cames the genesis nf PSEZ: The Player's Guide Ta The World Of PlayStation, 
In coordination with the launch of Sony's PlayStation? this October, we are proud to be introducing PSE2 to the gaming masses. Not content with 
[ЕЕ ПНЕ producing the same old magazine with a spiffy new logo slapped on the cover, PSE2 will be a completely new product fram top to bottom. Not 
only will there be a major focus on everything that is PlayStation? (the games, the hardware, the peripherals), we are alsa taking into account the multimedia 
capabilities inherent to the new hardware, and will be providing you with coverage of DVD entertainment (the latest movie releases and reviews), home theater 
products (high end audio/video equipment) and plenty of other relevant features, stories and interviews pertaining to this new marvel of [28-bit technology. In 
addition, the magazine is going through a huge cosmetic make over. Starting with the premiere issue, you can expect a slick and clean new look, a change in 
size — the magazine will measure a massive [0 x |7 (vs the standard 8 x II), and a jaw-dropping newsstand price of $7.99. 
Thats not to say well be abandoning the very system that put us on the map. With the backwards compatibility of the new hardware, the impending release of 
the streamlined PS one, and the massive installed base of the original PlayStation, developers won't be jumping ship anytime soon, and we will still have plenty of 
relevant PS coverage in the pages of PSEZ, including all of the news, reviews, previews, strategies and information youve come to expect from us. 
In wrapping up my last editorial for PSExtreme, | wanted to give a shout of “thanks” to all of our readers who share our passion in viden gaming and the PlayStation 
in general. It's been a great five years and | am so looking forward to the next five. [ll see you in 30! 
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Greg was sad to saya Dave is spending тові wonders why Rosie ately, Barys been ‘Two issues ago Mark Alex is the preview King ric spent this month 
farewell ta PSExtreme of his time these days O'Donnell is entitled to salivating aver the new made some unflattering this month. So many working on mastly 
but very happy to worrying about the Р$2 an armed bodyguard Y version of Fox's comments about RPGs good games, 50000 official strategy quide 
announce OP's next launch. Not having for her family since she popular cartoon, The that Darien took little time. Of course, stuff. After completing 
endeavor, PSEZ. In anything new to play ог wants firearms to be ick. When he's not busy personally. In retaliation that's because he's Sony's Legend of 
conjunction with the over two months will do confiscated from the ranting that Patrick hes declared a holy - spent most of his time Dragoon, he moved 
new mag. he's been that to you. But, his rest of us. He doesn't Warburton (Puddy from jihad against Mark, He in Washington DE onto 989 NFL 
boning up on some of spirits have been recall his law Seinfeld) “was born ta was recently quoted as lobbying congress to GameDay 2001, where 
the P32 launch titles. In buoyed by a few new professors teaching him Ме play the part,” ‘saying “The intidel MUST pass a bill outlawing he is currently in the 
the end, he's hoping the | PSI games that still that the constitution Gary's been drumming be sent to the land of stupidity. To do this, thick of it. During all of 
chicken tradition will have the juice. only applies to up support for a game Chocobos and Mags for unfortunately, he would this, he also became 
carry over to the new celebrities. ОР course, starring his favorite his ultimate be the first to go. What the proud dad of o 
hardware. he was too busy playing blue superhero, All we punishment’. а quandry! Allison Brace Winding. 
Nintendo at the time. can say, is "роооопії" Certifiable? Probably. Ahhh... 
tenes . =a о 
Chicken Run, Alone in Sof, Wacky Races, Jet Alien Resurrection, Vagrant Story. Shutokou Battle 2, Elmo's Letter Adventure, FIFA Soccer 2001 (Р87), 
the Dark, Time Set Radio, Medal of Space Dhannel 8, Nightmare Creatures 2, Legends of Dragoon, АВГ & 1.2.33, Itsy NFL GameDay 2001, 
Splitters, Silent Scope Нопог: Underground, Caesar's Palace 2000, Parasite Eve 2, Gekido Ridge Racer V Bitsy Spider Wacky Racers 
NFL GameDay 2001 Excitebike 64 
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VA omic JOURNEY TO DIE FOR. 


volume б issue 0 


Тигез a big bruhaha a-goin’ on this month in the mail 


section, with people writing nasty letters and saying spitefull, 
\ news hurtfull things. There are, still. some 
ТА у - > Tice penple writing in, too. Thanks goodness. | 
Some interesting bits this month abaut the PSZ launch = és чо зо 
titles, Tomb Raider movie info, the release of the PS \ 


ше, Monster PS2 cables and Activisiurs PS2 games. All 
that, plus a look at Publisher/ Developer relationships, 


“есше 


The code wars are heating up. The pro-cheating faction is gaining 
an advantage over the conservative, non-cheating supporters, 
Riots were mentioned, civil unrest was talked about. Rallys were 
considered. ls all ging on right naw in Execute, 


The best section inthe magazine is back, once again. 
Yes, that's two months in а row weve brought you reviews - 
of the coolest peripherals for your PSX. This month, we — ^ 
take on a whole mess of steering wheels and we take 

‘am on in style, PSExstyle. K 


Its getting very exciting, The PS2 is due to be released on October 
26th. That's not too far away and it's almost time! Meanwhile, 
the number of games we're showing you is ramping up just like a х 

big ol Evel Knievel motorcycle ramp. ЇЇ made us so excited, we (MES 
decided that next month we'll call the magazine PSE2 and di à 


lat of PS2 stuff, real special. 


We did a whole Iot of talkin’ this month to а whole lat of people, 
Check out our conversations with the developers of Medal of 
Honor: Underground and Ms. Pac-Man: Maze Madness. We, ance. 
again, ask the kind of questions you would ask if you were 


asking the questions”. 
clusive 


What a wonderful world of EXclusive infos we have created with 
these here pages. It's а very big bunch of never-before-seen 
games, screen shots and never-before-written words about 


all Capcom's games, Crash Bash. Spyro 3, Final Fantasy IX. 

Muppet Monster Adventure, Muppet Racing and also Chicken : 

Tun. (Chicken Rui?) Waw! Were all professional, responsible adults with a sense of style + 
and fanciness that can't be trodden upon. Therefore, we will make 
по fun of the title of this month's cover, Alone in the Dark. 


Well keep aur comments strictly above the board and will have 
nothing but the hard facts and proven info to discuss. Check it 


www.psextreme.co 


T ALORE IN THE OAR. 
ШИША 
BLADE y 
| кө OF ARE : Ж es 
живое. UE xus nt 

© CAESARS PALACE 2000 і ET ип 
HIEKER RUN 
О ишн 
йш 8 | || шиштин 
E i |) MEDAL UP оно: UNDERGROUND 


жийи 
DYNASTY WARRIORS i | eint eta во 
FANTASTIC JOURNEY, 5 А ТТУ 
FINAL FANTASY 4 | | asar uvae 
5 о | №. расони MAZE MADNESS 
йүз PURE RIDE. 
MUPPET MONSTER ADVENTURE. 
MUPPET RACING ..... 
NEAR GAMEBREAKER 2001. 
1 GAMEDAY 2001... 


NHL FACE OFF 2001 . 
RAMPAGE THROUGH TINE 
READY2RUNBLE 2... 
RED FACTION... 


SPYRO: YEAR DF THE DRAGON.. 
STAR WARS: BOMBAD RACING 
STAR WARS: STAR FIGHTER 
THE GRINCH. 

T 94...... 

VALKRYIE PROFILI 

WIPEDUT FUSION 

X-MEN: MUTANT ACADEMY . 
X-SRUAD...... 


z А 
~ DI Mark A. got the crazy idea that people would be interested 
in reading about how he goes about writing strategy guides. 
ls it interesting? You be the judge. It's маску, that's {шг | 
sure, і 


em 
orts 


Everytime we go to add the sports section to the magazine we have 
чо fight off hordes of kids fram the neighborhood who want ta 
try and catch a glimpse of the pages before we send them off to 
the printer (one even stole a color proof, ance!) It's usually a mob 
scene and we have to hire armed security to protect aur safety. 


We've em been honored by a group of self-starting amature 
magazine critics for sur excellent accuracy in reporting and 
consistancy with the opinions of the general public: Wed like ta 


“thank our supporters and affer them a fond “hey, thanks for. 
pec ing -— the kind words and bravado they so freely gave, : 
Пат a ton, ton, ton of fun, fun, fun packed into these vig pages. TM 
We had so much exclusive preview material that we didnt have 
much left over for the regular preview section. Still, what we do 


have for the section is rather cool, neat and fun to check out 
between meals and during breaktimes, indoors or aut. і 


www.psextreme.com 


>> THE ONLY-WAY-TO HANDLE ECW! _ 


Not in the ring. Not out of it. 


The weak obey the law. І break it. 


By fire and tables. 


believe in creative weaponry. 


ау 


FEATURING AN ALL-NEW PICK-UP-AND-PLAY CONTROL SYSTEM. 


Strong Language 


Sega © Dreamcast. Suggestive Themes 
ES B 


/ZAKlaim г; | ла 


= => 
www.AnarchyRulz.com PlayStation 
www.ecwwrestling.com кыы ые 


the blistering Brimstone Match! « Killer tracks Trom.Dope and One Minute Silence! » 2-man commentary by Joey Styles & Joel Gertner! 


BRENT EA 


ДУ 


Extreme Championship Wrestling. 
No rules. No limits. No pity. 


ECW (5 a trademark of HHG, Corp. ECW Anarchy Rulz™ and Acclaim® © 2000 Acclaim 


Entertainment TRETAT Fights:ites 
Distribution,Inc., One Acclaim Plaza, Glen Cove, NY 11542-2777- TNN& and the ТММ logo are registered trademarks of Notwork Enieipfi 
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Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, LTD, © SEGA ENTERPRISES, LTD. All Rights Reseived--ticreen sh 


oserved. Marketed by Acclaim. Distributed by Acclaim 


ге registered trademarks of Sony Computer Entertainment Inc. 
own were taken from the PlayStation ve 


sion of the video game. 
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at my house for a visit, he 

ies of PSExtreme and some of 

ides I had written. My grandpa also marveled 

'omputer Г use to do my work. Here was a guy who 

has never played a videogame and who has never owned 

a PC. In fact, he didn't know how to use one (as he said, 
at age 88, why start now?). 

Since videogames have been around for almost as. 

long as I can rememb er, it was hard to believe that my 

tried one. But then I thought back 

op game I ever played: a Super Pong 


which was popular at the time and he probably 

т saw Star Wars the next year. So Г guess it is 
understandable that he didn’t play videogames either, 

Come to think of it, I haven't seen any other senior 

izens at the local arcades or waiting in line to try the 

latest games at the Wal*Mart kiosks. Which makes me 

vill I still try them, will I still buy them, when 

four? Ot, as with comic books and candy bars, 

gradually lose interest as | get older? As humorous 

as an image of a elderly person playing Tomb Raider XXV. 

might be, I'd have to say that ГИ still be playing games 

at that age — as long as Ї can see the screen despite my 

cataracts and hold the controller with my arthritic hands, 

mes are as much а part of our popular 

п, movies, and radio were to our parents 

grandparents. I don’t see them abandoning this type 

ainment as they grow older. Neither do I envision 

elf giving them up because I'm “too old" for 

deogames. What will be interesting, however, is the 

n of software companies to this growing segment 

gamers. Will they ignore us and continue focusing 

younger players, or will we start to see videogame 

ions of bocce ball and bridge for the PlayStation 8? 

Only time will tell 


* . 

When Office Max advertises chairs in wild 
translucent colors, you know this whole Е Мас design 
trend has gone too far. Nintendo now offers consoles in 

rent "flavors" such as “grape,” e ie “jungle,” and 

.” Why not “casket,” “doorstop,” or “tombstone”? 

All the tran ent colors in the world can't save a system 

without any quality software, And don’t even get me started 

on the Pikachu-shaped console! At least we were spared 
this nonsense when the Saturn breathed its la: 

зоооооооооовооеь 

As if it weren't bad enough that | already feel 

any PlayStation game retailing for 

the $9.99 price point. I must not 

be alone in my inability to resist such a bargain. Spec Ops 
(probably the worst one) made the TRST best-seller list! 

Personally, I thi i 

i , and casino games. Not to 
omic book heroes, cart racing. 

icters, and any sport with 

nt leave much else, does И? 
-Mark Androvich 


Dear PSExtreme, 


Okay, so Tekken Tag Tournament will 
launch here with PS2. But what about 
GT2000, Madden, Dark Cloud, Oni, 
Bloody Roar 3, The Bouncer, Onimusha, 
MGS2, Summoner, UT, Evergrace and the 
much-awaited Starsky & Hutch? Гуе 
already read that Ninja Gaiden from Tecmo 
is now set for a 4th-quarter 2001 release... 
that’s just great. 

The way this PS2 sucks Franklins, Sony is 
going to have to do better on the games. 
I’m just hoping that TTT stays on the 
shelves awhile, because it’s not likely ГЇЇ 
be able to afford a PS2 anytime soon. 


Sincerely, 
Gulp Larssen 
Nokomis, FL 


P.S. Koudelka was so short I hardly got 
to know the lead character Koudelka Fasant. 
Perhaps you could pass along the suggestion 
that Sacnoth develop a real fighting-based 
action style game for her and her lovely, 
long side-of-Chartres legs to prance around 
in? Many of us would be eternally grateful, 
I'm sure. 


nch titles as we know 
em, as of f this is writi - (see EXnews): 
RR RRS Summoner, TTT, Time ce TN 


E NFL 
Dead or тее) T 
cic й і 


A pis 15 Inter hi зн; Track 
4otoGP. 

Dear PSExtreme, 

If they want baseball games to be so 


realistic, then why don't they give the 
players the ability to spit? 


Mike Connors 


Dear PSEX, 


You guys have the best рав for А the, 
PlayStation and you do a great job, Anyway. 
I have 2 simple questions about PS2. About; 
how much willthese games cost us, Infean, 
will they be like N64 and cost around $60" 
or will they be like PS1 and average a out! 
$40? The no. 2 quéstion is, can you play’ 
PS1 games and PSI: import games on йол | 


Thanks a lot! i Ü 
ы 

€ 

À 

{ i 


Thanks for the kind words. 
The r games wil] be around $50 when | 
the system first comes qut, but should be: 
down i to $40 after Christmas. ||} | 
You can ріау Р51 games, but. not (55 
import games. і i 


Dear PSExtreme, 


I just want to таке а few comments about) 
Final Fantasy 9. I really don't understand, 
why Hironobu Sakaguchi wanted to ро! 
back to the distorted bodies; used i in БЕ? 
Iliked FF8 more than 7 for the fact that the’ 
characters looked human вай of ike) 
cartoons characters. | 
The whole series, from FF to FF 8 "" 
always moved forward, technologically. 
speaking. I expected to see а very sciénce) 
fictional type, of world, instead I was) 
blindsided by a game that, sofar, looks to| 
bea step in the wrong direction. IRI waited | 
to play an old-school style of. game, Td get" 
out FF Anthology. ' у 
Please don't misunderstand me, ГИ more, 
than likely buy FF9 because it will be a 
high quality game, but 1 just he ve 
reservations. 

So, what are your collective, нова 
opinions on this matter? 

Oh, one more thing in your June 20001 15ие, 
Mark Androvich's opinion that "RPG's 
suck" was way off base, or it could be a, 
symptom of Attention Deficit Dísorder. X 


‘Thanks for your 
Adam Lo: 
Carte, B 


Most of us here think FF8 was a step in the: 
wrong direction with the realistic 
characters. Real ВРС $ use SD-folk and 


we like it like that. 
Dear PSExtreme, 


Let me start off by saying that I am a hardcore 
gamer I have been playing games since the 
Atari 2600. I got it when I was 6 years old, 
and have been playing games ever since. I 
usually don't e-mail mags because I work, am 
damn lazy, and am usually too busy playing 
games, baskeyball, or pimpin’ out my car. I 
felt a strong urge to write you because of two 
things: You were bitching about people 
bitching about you giving too many games 
Gold tatings, and what you said in your 
EXnews column about Bleemcast and PS2. 
For your information, I am an employee for 
Electronics Botique (Editor 5 note: misspelling 
your own employer 5 name... too funny to fix!). 
I work there mainly; because of my love for 
video games. What you said about Sony not 
shipping the PS2 to retailers who carry 
Bleemeast is a bunch.of *!@#. Why the *!@# 
would Sony not want to have the largest 
installed base it can throughout America? Our 
store along has pre-ordered over 350 PS2 
units, and you can just imagine the pre-orders 
our whole company’has. If we do not obtain 
our shipments there will be a lot of people 
pissed Off at Sony. We all know that the money 
Sony gets is from software sales and not 
hardware. Why the #$% would they NOT 
want to have even more software sales than 
even they could obtain? As a true gamer, I 
don't understand why YOU have such a 
problem with it. I know you are all biased 
because you write for an PS exclusive mag, 
but cóme on. I would wager my life that I 
hive played games longer than most of your 
ff. Do all of you only own PlayStations? 
І "so, then you should NOT write about video 
games, because you do not do it for the love 
of the "sport". Hardcore gamers don't own 
just one system and preach about its glories. 
I got my PS on the day it was released, but 
I didn't stop buying other systems. Only 
owning a PS means that you could not play 
Sonic, ‘Zelda, Mario, Sega Rally, etc. Wouldn't 
you like to see GT2 in 640x480 running at 
60 fps? Obviously not, because you act like 
Bleemcast was spawned from the depths of 
Hell. Other true gamers are looking forward 
to'such thirigs. Secondly, you do give crappy 
simo good ratings? Tomb Raider 4 a 96%? 
? It had absolutely NO game play 
= NONE! It was just a quick 


_ cash cow from Eidos. I could debate such 


things but it is useless. I'm sure we won't see 
each other's opinions. It's true that the beauty 
of video games is that different people dig 


IP pul 


different things, but some games are just plain 
crap or old. Just so you know I don't think I'm 
the @&#$ %& king of video games, but I 
have been around. I've beaten the original 
Zelda when I was just a kid, stomped mother 
brain (do you even know who that is?), 
repeated both feats again on SNES, and other 
accomplishments that I am sure many of you 
at PSExtreme have never even heard of. Right 
now Lown a PC, PS, Dreamcast (Soon to 
be equipped with Bleemcast), N64, Gameboy 
Pocket & Color, Neo Geo Pocket Color, and 
Genesis W/ 32X & Sega CD (I said I was 
hardcore). I have also owned an original NES 
& Super Nintendo. I hate stereotypes and 
ignorant people. You are ignorant because 
you are against Bleemcast. Even though it 
would be impossible for it to hurt Sony at all, 
it would basically be irrelevant. I am SURE 
Sony would survive. Just as sure as I am that 
you are sitting there thinking of ways to clown 
me and say that I am wrong. Unfortunately 
for you, there are many others that side with 
me. I am sure that anyone who owns more 
than just a PS agree with me. My fellow 
associates and I had a long laugh at your 
printing. We feel that you are arrogant and 
narrow minded. EVEN the OFFICIAL PS 
mag didn't go as far as you did. They almost 
seemed excited. I am sure that my letter will 
not be published in your publication in any 
way, shape, or form. If you do manage to grow 
testicles, then please feel free to edit the 
&#$%/^& out of this letter and print it. Just 
keep the theme the same. I could really care 
less about publication from your mag, though. 
I would appreciate it if you would respond to 
my letter. Even though you may not see it, I 
did spend some time writing this. I do 
apologize for the length, as I realize that you 
are busy TRYING to make a good mag. Please 
e mail me back, as I am looking forward to 
your perspective on your own work. 


Sincerely, 
Chris "MastaMind" Smith 


From your description of yourself, we can 
easily say that we're more hardcore than you. 
With the length of time we've been gaming 
and the number of systems we own, there's 
no questioning that. Heck, even our designer 
has 40 classic arcade machines in his house. 
Besides, how much more hardcore can you 
get than starting a magazine? And, PSExtreme 
is not the only thing we do, you know. Your 
life is forfeit. 

Bleem on the PC is a joke and it's mind 
boggling that they're going to go up against 
Sony again after the hell they just went through 


lic ртт 


the first time around. We've got no problem 
with a PSX emulator on the DC, that's not 
our point. VGS — now, that’s a nice PSX 
emulator — that actually works, right out of 
the box. 

As for our ratings, it's pointless, ignorant and 
stereotypical to argue that the magazine as 
awhole "gives bad games good ratings". It's 
individual editors that review games and if 
the editor playing a particular game enjoyed 
it enough to give it a certain score, we trust 
them on it. If that particular editor is 
consistently out of line with the majority of 
the staff and other gamers, we stop using 
them. Relax... we all enjoy gaming. Life is 
good and you can go out and “pimp” your 
car to your heart's content. We are just glad 
to know we have another sophisticated, 
charming and witty reader. 


Dear PSExtreme, 


This is one of the most detailed PlayStation 
mags I've seen. I found out about you two 
months ago from a friend. Anyway, I'm a die- 
hard Resident Evil addict and I think you can 
help me out with some info: 

When will the American version of RE: 
Survivor be released and is it going to be 
different from the UK version? Will it appear 
on other consoles or PC? 

Why was RE Code: Veronica cancelled for 
PlayStation2? 

Are there any new RE titles heading for 
PlayStation or PS2? 


Thanks for your time and sorry to bother you, 
MJM/Trent 
from somewhere in Latin America 


RE: Survivor should be out in the US by the 
time you read this. The US and UK versions 
should be the same, but different from the 
Japanese version. The Japanese version let 
you play with a light gun. This ability has 
been removed from the US version due to the 
whole gun violence issue. Nice, huh? It will 
not appear on any other consoles, or on the 
PC. 
RE: Code Veronica was never announced for 
PS2. An unofficial insider source has told us 
that there is RE title being readied for PS2, 
Address all mail To: е 
EK MA м 
Dimension Publishing 
4175 Chess Drive, Suite ES 
Foster City, СА 944+ 
e-mail uS: exmail js PSex Trete. сор 


Don't forget about Greg at -* 
OFF @ PSextreme.com 
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рот all-time, flagship fighting series once-again 
goes 3-D with Street Fighter EX 2 Plus. Loaded with new 

enhancements, modes of play and an expanded cast of ‘ 
Characters, Street Fighter EX 2 Plus drives home stunning "4 
3-D graphics, lightning fast animation and Capcom's a 
Signature gameplay. Now the w у 
ї Series kicks it up a notch 
= Street Fighter EX 2 Plus. 
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Animated Violence 
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THQ HAS THE 000$ ONPS? 


— Inaddition to the two PS2 titles that THQ had on display at E3, Red Faction (FPS) and 
| [UU ( RPG), the company is planning 8 more PS2 games before then end of 2001. 

| Among these titles are two confirmed games from developer Pacific Coast Power and Li ight. The company is 
| already working on a Motocross game for PlayStation 2, as well as an action/adventure game scheduled for || 


release in fall 2001. 


MORE DELAYS FOR? PS2 GAMES 


Well, folks, our shiny, new PS2 debug unit has been sitting atop Greg’s desk 
for about а month and we have yet to receive anything to stick in it — save 

a couple terrible PS2 games from Japan. While there are still going tobe | 
a number of titles available at launch for the already-pre-sold-out system, | 
we are hearing that things are looking bleak for a holiday 2000 release | 
for many of the projected AAA titles. 


| Ве respective developers are trying to make it, word has it that there is just 
по way. This leaves Sony with only Fantavision and, assuming they acquire 
‘the title from Agetec, Armored Core 2 on their 2000 roster. 


Third] party publishers are not immune to delays, either. We have yet to see 
anything on The World is Not Enough, although EA was more than happy 
s a very, very early copy of the PS1 game. The internal team at 
s Redwood Shores, CA offices is said to be having a tough time of it. 
We are simply hoping and praying that big name games like Timesplitters 
, and Summoner are ready to go, but we still haven't seen anything, post-E3, 
Rockstar looks like they will be ready with their two drivers, Midnight 
nd Smuggler's Run, they haye yet to receive the thumbs-up from 
ony Third Party, so nobody is really sure if their games will be launch | 
titles, or when they will be released! 
Heck, even titles that were supposed to be out in July (in Japan), like | 
iowboarding SSX and X Fire (X Squad in the US) have fallen off of | 
Japanese release calendars and Ameríca is simply hoping for the best. 
Square? They have almost disappeared from the radar in Japan — 
су aren't even going to display at the Tokyo Game Show in September! 
_ So, you can bet that all of their PS2 titles (with the possible exception of 
Bouncer’) are 2001. 


| 


й of the titles that, at this point in time, we are reasonably confident | 
ш will be able to play this fall: | 


idge Racer У 
kken Tag Tournament 


Silent Scope 
Midnight Club 
Smuggler's Run 
Oni 

Street Fighter EX3 
Oni Musha 

The Bouncer 
Evergrace 
Eternal Ring 
Armored Core 2 
Gradius Ш & IV 


То begin with, don’t count on seeing Dark Cloud ог GT2000 this year. While | 
|| уоп choose the right director, the sequel might even be better.” 


Jn addition, Ме West also claims that "Everyone's signed on for three pictures," 


‘hope to have a few things cleared up over the next 30 days. The following | 


|| Video Cable. All of these accessories will be the highest quality available with 
24K gold contact connectors, turbine RCA’s, and, of course, ultra-cool design. 


LARA CROFY'S BILLY WILDER? 


The director of the upcoming TR movie, Simon West, mentioned the possibility 
of two more TR movies in a recent interview, 

Simon was quoted by the UK movie site, Empire Online, as stating the following; 
“T have the choice to do them [the movies] if I want. | don't have to, but Pm 
very protective of it, because I’ve created the world and the people in it. At 
the moment, it feels hard to let someone else come in and mess around with 
it, or screw it up completely. But that’s before I’ve made it. Who knows? If 


Of course, Mr. West did not create the world, nor its main character, But, 
hey, revisionist history is part-and-parcel to the complete Hollywood experience. 
The fact that Lara Croft is a video game character is just an annoying little 
footnote to Simon’s great cinematic vision. It’s not about content, it’s about 
the guy behind the camera. 


meaning that Angelina Jolie will be around for any sequels that might be 
created. Well, for the sake of everyone involved, let's hope that the first one 
does well, or that will be the end of ‘his world’ on film. 


E HITS THE STREETS 
PS ONE £ STREETS 
You have to wonder if all the Japanese gamers standing in line to purchase 
Final Fantasy IX got a chance to tuck a PS One under their arms. Although 
it has not been confirmed how many units of the 
redesigned PlayStation have shipped, the product 
is available, albeit without the LCD screen that 
Makes it a true portable. American gamers will 
get a taste of the Dexatrim PlayStation this fall, 


with the LCD screen scheduled for release in 
Japan and North America next Spee 


MONSTER PS2 CABLES 


In order to take full advantage of the capabilities of the PS2 consumers will need 
to demand the absolute best in accessorizing their home entertainment system. 


This means taking advantage of the PS2's audio and video 
out features. Sure, the system comes with composite 
connectors but, with DVD capabilities, 
why not take it to the next level! The 
PS2's DVD offers videophiles the е 
opportunity to see their games апі " | з 
movies in far greater quality then what comes in the box | a "г "d 
— both S-video and Component, If PS2 buyers are going to * 
spend $300 on their system, and then spend thousands on games and dvd's — 
they need the highest quality accessories. 
That’s why you’re reading this. Many of you might be familiar with Monster 
Cable — producers of truly premium audio and video accessories. Well, now they 
have formed a new division — Monster Game — that will be producing several 
pieces of premium gaming accessories. These will include a Standard AV Cable, 
Fiber Optic Audio Hookup, S-Video AV cable, a PowerStation, and a Component 


| 
| 
= 


ТЕШҮҮ — Lorem araurid 


the alebe 


EWS Editor Jave ob ding 


Since it's a light month in EXNews, I thought I might take you a little deeper inside 
the gaming industry to explore the nature of the developer-publisher relationship. 
There’s a lot of talk regarding what developers are going to do aver the next couple 
of years — who will be developing for Xbox, PS2, etc., most of it having to do 
with who is actually PAYING the developer being interviewed, whether it be 
Microsoft, Sony, whomever. For example, Funcom recently announced that they would be developing for Xbox and would forego PS2 development 
(damn... no Speed Punks 2 on PS2!). What the articles you read don't tell vou is that Funcom had a short-term deal that ran out with SCEA. It is 
likely that SCEA, whether it be the cost of the deal or the less than lofty sales of Funcom titles, decided to take a pass on working with the developer 
in the future. И happens all of the time. Think about the number of really great titles on the PS1 (that have also sold well) as opposed to the vast number 
of games that have shipped for the system since its inception. There really aren't that many quality development studios living life on the big, blue 
marble. The reason the Rare's, NCL’s and Naughty Dogs’ of the world are so well thought of is because we believe they will give us quality experiences 
every time they ship a game — there are very few of these AAA studios. 


So, over the next year, every time a developer makes a statement that they are going to this platform or that, remember who the quality players are 
and where THEY are putting their resources, Just for the record: 


Naughty Dog: PS2 Insomniac (Spyro): PS2 Square: PS2 
Kojima and MGS2: PS2 EA: PS2 і Eidetic (Syphon Filter): PS2 
Polyphony and GT2000; PS2 989 Studios (GameDay, MLB, ete, у PS2 Namco: PS2 


With the exception of Rare, NCL and a few Sega teams, this represents the cream of the console development crop. Admittedly, a number of these 
teams are owned, or supported, by Sony — and you can see the reason(s) why. So, when you hear that Bungie is taking Halo to Xbox, think about 
this; When did you last play or care about a Bungie game? The big boys are on PS2 because they want to sell games. They sold them on PS1 because 
they were GREAT GAMES. Houses that move around from platform to platform are usually looking to succeed because there is an opening to fill — 
not because they have a title that they are confident in. Microsoft is going to spend a lot of money to пу and attract falent — no question about it. 
But, it will almost exclusively be PC development houses that are hoping to sell more than 10,000 units in the US, of their latest arcade action game. 
_ Or, players like Eidos that have been brutalized in PC development and that are hoping, as with the Dreamcast, that they can move more 
| units with Xbox — supplementing their PS2 business with what they hope is a better second option. 

| Tcan just see my setup around my TV/monitor: PS2 for 85% of the games that | feel are worth playing, Dolphin so І can play Perfect Dark 
|| 2, Mario and Zelda, an Xbox for FPS's, and a Dreamcast (if it's still around) to play Sega’s latest. Of course, most 
j consumers will only have one; Nintendo won't have а wide enough variety of games to keep the consumer interested, 
Sega doesn't have the resources and, if that many people were interested in a magic set-top PC, WebTV would have 
been а hit, Unreal Tournament would have sold 10x what it actually | 


TORRES m T "x iQ | has and developers and publishers wouldn't be looking for a new 
Y R $ Т | solution. 
9 2 Source: NPD TRSTS Video Games Tracking Service 
M a г = Ц ne 10 900 West Shore Road, Port Washington, NY 11050 
(516) 625-2294 


Activision’s THO’s Take 2's 989 Studios’ 


Tony Hawk Pro Skater WWF Smackdown Spec Ops 


Быть B 


18 


тан 6 averoge 53 o overage Mu = 
Lucasarts” Square's 989 Studios’ EA's 
SW: ЕТ жар Syphon Filter = Play 2001 


get З 


ur 


moh B 


average al pia 


здо 
** Not in Тор 10 Last Month. The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD ТЕЗІ, 
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ND US УОУВ 
CODES AND WIN 
BIG PRIZES! 


Each month we'll pick the best code 

> sent in by our loyal and intelligent 

- readers and send that person a brand 
spankin' new copy of AGETEC's hot 

. destruction game for the PlayStation, 
Armored Core: Project Phantasma ог, if. 
you're funky-funky, fresh, AGETEC's 
ASCli Sphere 360 (you decide). But 
wait! That's not all: if you act now, we'll . 
also include AGETEC's super stylish 
ASCII Grip one-handed controller for 
the PlayStation, for your controlling 

> pleasure, PLUS twelve (12) free issues of ` 

- the best, the first, monthly dedicated 
PlayStation magazine, PSExtreme, of 
course! Whoa! That's a lot of cool stuff 
for just a code; what are you waiting 
for? 


WE HAVE A WINNER! 


т. Hot, nobby, little gnarlers! We got 

& Digimon codes and we аге now B. 
, complete. We have Shelly Bender from , 

* Overton, MA to thank for these 
enourmously useful codes. We were 
waiting for codes like these, Thanks 

` Shelly. Your goodies are on the way. 


Digimon World 


„лүе 


Choosing different Characters 
Start a new game, when the black screen 
appears, press and hold @ + @ + ©. A 
item screen should appear. Choose а Нет 
and feed it to your digimon. if he refuses to 
eat, press @ + @ + @ again, and feed ita 
item until it changes. 
Get All DigiMon 
Press @ + Start + © + Select at the Start 
Menu. if entered correctly you will hear 

, "i'm finaly a Digimon Master”. 


] 
. CONTEST RULES: Anyone of any age can enter, The only people not WY 
eligible to win are employees of Dimension Publishing or AGETEC, thelr friends, 
family, pets and anyone they talk to or know of. Dimension Publishing reserves 
the right to make any and ай decisions regarding the contest. One winner per. "A 
^, month will be chosen, at Dimension Publishing's discration, based onthe cade і 
or trick supplied by the entrant. If you win but do not specify, їп yourcode S4 
submission, which prize you want to receive, then wo will chaose for you. 


sponsored by 


While the Muppets are racing over the logo, 
Press O, ©, O, ©, 9, @, ©, ӨЗ, ©. А 
message will appear if you entered the code 
correctly. 


Unt 


While the Muppets are racing over the logo, 
Press @, @), ©, ©, 9, ©, Gy, ©, Cy, (в). д 
message will appear if you entered the code 
correctly. 
Unlock the Ending ai sks 
While the Muppets are racing over the logo, 
Press, @, @, @, 0,0, @, @, ©, Ө.А 


message will appear if you entered the code 
ct 


k the St 


he 


While the Muppets are racing over the logo, 
Press ©, 0, ©, ®, @, Ө, ©, @, @, Ө to 
unlock all 24 main characters. A message will 
appear if you entered the code correctly. 

п nes тг 
While the Muppets are racing over the logo, 
Press @, ©, 9, ©, ©, ©, ©, (9, ©, O. А 
message will appear if you entered the code 
correctly. 

ok track 

While the Muppets are racing over the logo, 
Press @, ©, 63, ©, 63, ©, ©, ©, 0, (8. A 
message will appear if you entered the code 
correctly. 


You must have a saved game from Final 
Fantasy 8 on the same memory card as the 
one used for Legend Of Mana. Enter the save 
screen, highlight the Final Fantasy 8 file, then 
exit out of the save screen. When you catch a 
bird egg in the eastern section of Domina 

itwill hatch into a Chocobo. 


You must have a saved game from SaGa 
Frontier 2 on the same memory card as the 
one used for Legend Of Mana. Go to the the 
save screen, highlight the SaGa Frontier 2 file, 
then exit out of the save screen. Enter Bone 
Fortress and head toward the bridge where 
you fought DeathBringer. There will be two 
skeletons at that location. Approach them 
and you will fight DeathBringer 2. After 
defeating Deathbringer 2, you will get the 
strongest sword from SaGa Frontier 2. 


Unlock Master Ac 


Get all the keys, photos, and coins in both 
wings of the dream house with any character 
to unlock Master Ao. 


Pause the game, now press ¥, +, +, >, +, €, 
t». 


Go to the main menu, and highlight the 
Practice selection and press Select, *, Select, 
+, Select, №, Select, №, Select, ®, Select, Ф, 
Select, €, Select, #, Select, >, Select. 

Play as Hayate 

Go to the main menu, and highlight the Bonus 
selection and press Select, Select, №, Select, 


Select, Select, Select, №, Select, €, Select, 
Select, Select, Select, Select. A message will 
ар if entered correctly. 

Vs. bonus с е 

Go to the main menu, highlight the Bonus 
selection and press Select,Select, Select, 
Select, Select, Select, Select, Select, Select, 
Select,Select, Select, Select, 4, Select, Select, 
Select, Select, ¥, Select, Select, Select, 
Select,Select, Select, Select, Select, Select, 
Select, Select, Select, Select. 


Unlock 


ic mode 
Go to the Main Menu, and highlight the 
Practice selection and press Select, Select, 
Select, Select, Select, €, Select, Select, Select, 
Select, Select, $, Select, Select, Select, $, 
Select, ®, Select, $, Select, Select, Select, 
Select. 

Go to the main menu, and highlight the Bonus 
selection and press Select, Select, Select, 
Select, ф, Select, Select, Select, , Select, ®, 
Select, Select. 
Play as Shadow Geist 

Go to the main menu, and highlight the Versus 
selection and press Select, Select, Select, ¥, 
Select, Select, Select, Select, #, 
Select,Select,Select. A message will appear if 
entered correctly. 


Go to the main menu, and highlight the Option 
selection and press Select, *, Select, Select, 
Select, ¥, Select, Select. A message will 
entered correctly. 


Go to the main menu, and highlight the 
Arcade selection and press Select, Select, 
Select», Select, Select, $, Select, Select, 
Select. 


Р 


While їп the park, ress 4, +, +, >, 9, >, +, +, 
4, ©, +, +, +, >, ©, >, +, 9, +, 9, 4,4, +, +, 
», 


Start. You will hear a sound if you entered the 


‘ou will hear a 
һе code correctly. 


Press #, #, at the play selection screen, to 
hide your plays from your opponent. 


While the game is loading, press ©, ©, @, +. 
At the team match-up screen. 


V roug ilis 
Go to the main menu, press and hold + 


+ © + @ and then press Select. А 
message will appear if you entered the code 
correctly. | 


Pause the game, then press and hold ИШ + 
+ © + @ and the press Select. if 
entered correctly а Cheats menu will 
appear. 


| L ' І 
1] 
Enter fhis code at the title screen, Press 
Select, 9, EER, EEE, >, +, +, ©. 
Enter BAILEY as а name. 
Enter POWER_SLAM as а name. 


us mov 


Enter IAMWEAK as a name. 


Enter NO.: CHANCE as а name. 


Pause the game wi le. at the front end of the 
rink and presso. +, 4, +, 6 @, @, ©. 


Become King, in King Of The Rink mode. 


Win King Of the Rink mode four times in a 
row. 


Win arcade оде on the medium difficulty 
setting two times in a row. 


Lose three ias in a row. 


team. 


Enter REGIS аз your name and he will make a 
funny comment and then make you change 
your name. 


"UK Г г 
Extra f sire 
Pause the game, then Enter this code at the 
cheat screen, Press €, Ф, +, 4, +, +, +, e. 


At the Main menu, Press +, +, +, ©, 9, ©. 


Pause he. game and enter this code at the 
cheat screen. Press +, Gy, €, ©, +, ©, @, Ө. 


Get alt я ‚рам. to the fireworks machine 
h Mtn Track 


e 1st place pennants 


en tt 


Get all n 


ІІ Weapons, All 5. 
Successfully complete the game on medium 
or higher difficulty and save when prompted. 
Select Game Settings on the options menu, 
and enable the cheats. Start a new game, 
and you will have the cheats. 


Masters campaign is alot jer 
Enter MASTERS.IS.AS.HARD.AS.NAILS.MON! as 
а password. 


mbat track 

Enter You, HAVE. ALOTA. A. EXPLODING. TO.DO as 

a password. 

Get All the 

Enter WHEE! 

password. 
I 


METAL,.iTS.....THE.BIN! as а 


Enter WLLIF.IT.AINT.THEM.PESKY.KIDS as а 
password. 


1 п 


Enter IS.IT.COLD.IN. 
paora. 


Enter Г WANT. ПТ, ALL.AND.1.WANT.IT.NOW! as а 
pasword, 


[ MI tre 


Enter NOW: THAT'S. WHAT.i.CALL.RACING.147 as 


а password. 


Enter LOOK.OUT! |TS.ANDY.GREEN аз а 
password. 


Enter І. 
as а password. 


Enter ім. OBVIOUSLY.SICK, AS.A.PARROT as а 
Basswocd: 


Enter HERE: TODAY. ‘GONE, .LATE.AFTERNOON as 


а password. 


ене, € O, O; WEB, ©, », кш. 


Press 


org yy en 


ED 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: d 


ЧЕКЕ. OR.iS.iT.JUST.ME? as a 


.THE.MIRROR.MAN,.O000000000! 


Welcome to the Game Shark section, Each month we'll list the 
"newest and coolest codez righthere for your cheat’n pleasure, 
Warning: These codes won't work withouta Game Shark. For 
the latest codez and info, get on the internet and check 
www.gameshark.com, www.cmgsccc.com or 
Й c www.datel.co.uk. If you find а code doesn't work, you may 
needto upgrade your Game Shark, Check your instruction 
manual for details, 
(Mostofthese codes are “unofficiat” and may or may not work 
correcily at all. Use at your own risk.) 
|) VANGUARD BANDITS (GS v3.2) 
ALL WEAPONS 500000030001 7 


30087C940000 


500011030001 + | 


300B7CBB0010 
50001030000 
300870950063 | 
500003080000 
800076062400 
800076000001.) 


{ 


800076021680 
800076088511 
800076080800 | 


3 
1 
"tl 


J 


3 


800214401570 7 


800214429602 | 
50001030001 ` 

300870540000 

50001c030000 
300870550063 + 
ALL AMULETS ........... 
ч зоов7се4ооо1. 4 
500013030000, | 

30087CF50063 

I REEL FISHING II (GS V3.2) 


M GET EVERYTHING 800656ABFFFF ' 


2.22. 4500013030001 /, 


800656AAFFFF р T 


800656BOFFFF :' 
800656BAFFFF 
800656B6FFFF 
800656BCFFFF 
800656BEFFFF. 


h 


800656corrrr 1 
800656САРЕРР 
800656СбЕЕЕЕ. (1 


300656АСООРЕ 


300656B200FF | 


300656B800FF 
300656C800FF } 

ЪНАУЕ 100 FISH 
[KOUDELKA (GS V3.2) 

JAMES: QUICK LEVEL GAIN . 

KOUDELKA: QUICK LEVEL GAIN 

EDWARD: QUICK LEVEL GAIN 801CPBOCFFTF | 
| COVERT OPS: NUCLEAR DAWN (GS V3.2) A 
[| ONLIMETED имли. 

UNLIMITED ITEMS AND AMMO 


000707180000 


80069ЕА80064 ‚4 


800104021000: 


page 


Years ago, PlayStation racing wheels left a lot to be desired, offering loose, unresponsive control 
© that made you feel more like a frustrated drunken driver than the Tegendary Mario Andretti. 


Luckily, times have changed. This month, we tested four of the latest PlayStation racing 
wheels to see how they compare to their predecessors — and the results were pretty impressive. 
After logging many satisfying hours with games like GT2, R4, Driver and Need For Speed: High й 
Stakes, it's clear that these wheels offer a much better level of realism and control. So, уоште „ 

looking for а virtual racing experience that can breath new life into your favorite games, “4 
read on to learn which setup is right for you. 


Manufacturer: Mad Catz sy : witch is 


MSRP: $59.99 | 


if you have the money to spend and want a 
|; ix superbly designed, great-feeling wheel, the 
ССТ MC2 has a (ої to offer serious racing fans. 
: = Solid and well-built, the wheel provides 
i >< | excellent steering response with just the right amount of resistance. 
К Plus, with convincing vibration effects, you can feel every bump, jump, 
"ПИШЕ change in road surface and collision with incredible realism. 
Another great thing about the MC2 is its user-friendly design. The 
bottom is molded to fit right in your lap, with retractable side braces that hug 
your legs and keep the wheel in place, The bottom also has suction cups for a 
table, but why would anyone do that when the wheel fits so perfectly in your lap? 


The pedals are also thoughtfully designed, featuring а wide base and а “dead” pedal 
that lets you hold the unit in place with your left foot, while driving with your right. 
Even so, the pedals do move a bit under aggressive driving, so a little more weight 
would have been nice. 


The MC2 offers three handling modes — digital, dual analog and steering wheel — 
and its smartly designed AccuDrive Calibration System lets you easily adjust the 
steering sensitivity. There's also a cool-fooking shifter, but it didn’t work with several 
of the games tested. Instead, choosing the manual transmission often activated the 
small plastic shift levers behind the wheel. 


The main glitch with the MC2 is that, with some games, if can be hard to find а steering 
mode that supports both the pedals and vibration effects without sacrificing handling. 
For instance, with R4, you can only use the pedals and the vibration function in the 
digital mode, which offers the least-precise steering. So, if is sometimes necessary 

to sacrifice the vibration effects — or forego the pedals in favor of the buttons, | 
which also works well. 


є The Sportster is the smallest and lightest 

Быйыл | о о 

1 for most young racers, The unit is made of 

translucent blue plastic, with the top part of the 

steering wheel cut out and no pedals included. instead, players use 

the plastic analog levers mounted behind the wheel to accelerate and 
brake, which actually works a lot better than it may sound. 


Despite its tiny size, the Sportster still feels solid and handles with 

reliable finesse, М also sits in your lap pretty well, or can be attached fo tables and 
desks with suction cups. The dual vibration motors provide good sensory effects in 
each of the wheel's three handling modes, and the rubberized grips feel firm and 
comfortable, although there's less steering resistance than some of the other models. 


The Sportster's Traction Control System lets you increase your car's traction response, 
and there are six adjustable steering settings that allow you fo customize the handling 
to suit your preferences. These are nice features, although not quite as well-implemented 
as the MC2's design. Se 

On the downside, the D-pad and action buttons are simply too small for many aduits, 
and the lack of pedals may detract from some players’ driving experience. — 
Still, if you're looking for a decent wheel to just plug in and play, with а minimal amount 
of fiddling, the scrappy little Sportster is definitely worth a look. Even without a set 
of pedals, this impressive lightweight manages to keep up with the big boys, 
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What legends 
are made of 


Battle 
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DYNASTY WARRIORS а — кое! 


This month’s crop of PS2 screenshots show 
some of the progress of the games we highlighted 
in our E3 feature a few issues back (July, Volume 
5-Issue 8). As you can see, LucasArts’ Star Wars: 
Star Fighter is looking very cool. Expect some crazy, 
epic space battles, as well a variety of planet-based 
missions. On the other end of the Star Wars 
spectrum there’s the “interesting” Bombad Racer 
— a kart-style racing game with super-deformed 
Episode One characters. The jury's going to be out 
on this one until we get some time behind the wheel. 
Some of the other promising games, which look 
like they might make it for launch this October, 
include Midway's Ready 2 Rumble 2, Sony/Psygnosis’ 
Wipeout Fusion and, quite possibly, Ubi Soft's Donald 
Duck. While we are excited about all of three of 
these titles, Dave Winding, our intrepid Publisher, 
has a certain soft spot for Disney's grouchy duck. 
All in all, it looks like their is going to be a decent 
amount of quality software available day one. 


‘DONALD DUCK - UBISOFT 
DONALD DUCK — UBISOFT- 


uc 
DONALD DUCK — UBISOFT: 


STAR WARS STARFIGHTER — LUCASARTS: 


Tie LATEST NEWS AND HOTTEST PICS 


RED FACTION — THQ: 


Е = 
RED FACTION — THO 


шй; і 
RED FACTION — THO 


RED FACTION —лгно: 
x к т 
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RED FACTION — THO 


RED FACTION — THQ: 


RED FACTION — THO 


KNOCKOUT KING 2000 —еа SPORTS: KNOCKOUT KING 2000 —ea SPORTS: 


X 


STARWARS вомаао RACING - LUCASARTS: 


№ 


Publisher: Konami Percent Complete: 50% 
Developer: Konami Release: May 2001 
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SONS OF LIBERTY" 


GREG 


IF YOU'VE PICKED UP ANY VIDEO GAME 
magazine in the last month or so, then you probably haven't 
been able to avoid the tremendous amount of praise that's 
already been bestowed upon Hideo Kojima's next masterpiece, 
Metal Gear Solid 2: Sons of Liberty. While many critics have 
laid a skeptical eye on the trailer that was run every hour, on 
the hour, at last May’s E3 trade show, I am confident that the 
images shown, however slickly they were cut and spliced 
together, are straight from actual game footage. 


While official screen shots and information have been few 
and far between (Konami, to date, has only released eight 
screens of the game to the American press), the much-touted 
MGS 2 DVD ROM, featuring the E3 trailer and a host of other 
Metal Gear goodies, was officially released in Japan in July. 
At least, with having the luxury of watching the DVD in the 
quiet comfort of our own offices, and being able to see it in 
its crystal-clear form оп our Sony WEGA TVs, we can finally 
get a much more in-depth look at what will most likely be 
one of next year's biggest PlayStation2 releases. 


The shots you see splashed over these two pages are 
straight from the five-minute-long trailer. If you haven't had 
the opportunity to download it off of any of the more-popular 
gaming sites (weighing in at over 87 megs, it’s not recommended 
unless you have a T1, DSL connection or cable modem), you 
can at least take a gander at the amazing visuals this game 
is going to display. 


At this point, there is still not much more to report on 
the game, the new and returning cast of characters, its storyline, 
and how much of the video is gameplay versus in-game cut- 
scenes. Since it's not scheduled to be released until May of next 
year, there will be plenty of time to revisit and reveal the 
information as we learn it. 
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er worth their salt knows Gradius, This long-running shooting 
mous for its Eater Island heads, has been around since '86 (back 
г when shooters such as В Type and Xevious were king) and has 
tion of being the first JAMMA (Japanese Arcade Machine Manufacturers 
game ever created. Since its inception, Konami has made many 
ell, four to be exact), spin-offs (Salamander/Lifeforce, Xexex) and 
(Parodious, et al) of this mega-popular Japanese shooter, 


1 Gradius Ш & IV for the PS2, Konami is attempting to bring back 
ith a compilation of their last two Gradius titles on one CD. 
y, they are going to have a long road to hoe with these two, 

2 owners will be expecting something next generational and, 
treated to two arcade-perfect versions of these classic games. 
not necessarily bad games in any way, shape or form, they 
joing to max out or show off your new, sexy black super 
an effort to offer up gamers some extra added value, 

ded some new play modes (including an Easy Mode for 

|, DVD-style interactive menu system and two amazing 
ake me yearn for the day when games will really look like 


blisher: Konami 


PERI: Konami 


Percent Complete: 10096 
Release: October 


ve of baddies, At the end'of.each 1 


evel you'll find a nasty boss waiting for you who, most likely, has a set pal 

to his attacks you can learn and then master. Also, like most shooters, 
both games are definitely set on the high difficulty level and are a challenge 
for even the most seasoned gamers. What's inherently unique to the Gradius 


series is the power-up system, which lets you choose how you want to upgrade 


your ship by collecting various power-ups lel 
the bottom of the screen is a series of option 
missiles to lasers and shield. Every time you 


you want to activate, letting you configure 
his brings some strategy to the mix, as you'l 
at your options, in order not to miss the one 


behind by enemy ships. On 
5, ranging from speed-up and 
pick up a power-up, you cycle 


hrough one power-up option. At any time, you can choose the power-up 


your ship the way you want. 
constantly be keeping an eye | 
you want to choose. 


Of the two games on the CD, Gradius IV is definitely the better one. 
Released to arcades back in ‘98, this game looks and plays very well — 
especially when compared to Gradius Ш, which debuted back in ‘89, Both 
games are exact coin-op translations and come complete with a set of 
PlayStation-specific options, such as Dual Shock vibration, analog support 
and the ability to save and continue from where you just left off. Gradius 
Ш & IV will be available at launch and, while maybe not the PS2 cream of 
the crop, fans of the series and old school collectors will most definitely, 
find something to like. Look for a full review in next month’s-issueGreg 


Publisher: Konami 
Developer: Konami 


Percent Complete: 90% 
Release: Fall 


There's по 
arguing that the landscape 
of the arcade has changed quite a bit over the last few years. What 
virtually kick-started the home video game industry back in the day 
has become a barren wasteland of gimmicky event games and huge, 
monolithic-type multiplayer experiences. Gamers, such as myself, 
who grew up playing the classics in arcades, bowling alleys and 
the local 7/11, are now staying home in record numbers and playing 
home-grown games on their console of choice. With the exception 
of a few companies (Midway, Sega, Namco, Capcom and Konami), 
most coin-op developers abandoned the format a few years back 
and have either gotten out of the game entirely or, instead, have 
concentrated on making games for the home market. When an arcade 
game is released in this day and age, getting an exact home translation 
isn't even a concern. Nowadays, gamers are more worried about 
getting more game play out of a typical quarter-crunching experience 
than whether or not it will have all of the intermissions or the extra 
pie factory stage. Thankfully, most companies are willing to go the 
extra mile and will spend time with the code in an effort to offer 
up some extra added value (and replayability) to the game. Such is 
the case with Konami's upcoming PS2 port of Silent Scope. 


As the #1 arcade game for six months running (translation: 
It earned more than $1.95), it was a no-brainer that Silent Scope 
would be a perfect fit to bring to the home market. The game offers 
the player a chance to gaze into the scope of an elite, counter-terrorist 
marksman who has been given the task of rescuing the kidnapped 
daughter of the President of the United States. The basic gist of it 
all is to neutralize a host of terrorist targets with your Sniper Rifle, 
while doing your best to avoid injuring hostages or innocent 
bystanders. Similar in style to Sega's Virtua Cop series, the game 
whisks you along "on rails", while you attempt to aim your crosshairs 
and snipe off the enemies before they get a bead on you. Expect the 


action to get fast and furious at times, as you'll need precise hand- 
eye coordination in order to succeed in each mission. Speaking of 
missions, Silent Scope offers up quite a variety, ranging from 
downtown, freeway and sprawling estates, to jungle and nighttime 
environments. Players must also carry out their objectives from 
various perspectives, including land, sea and air. 


So, what does Silent Scope offer over and above its arcade 
cousin? For starters, in addition to all of the modes found in the coin- 
ор — Story, Time Attack, etc., there is also a special Shooting 
Range/Training set of missions that will help you hone your skills as 
a sharpshooter. Konami has also stated that there are even more 
bonus modes offered that haven't been revealed at this time (as 
to what they are is anybody's guess, but we're hoping for a multi- 
player mode). They have also gone back in and improved both the 
gameplay and combat mechanics from the original, although exactly 
what's been done at this point is unknown. Lastly, the arcade version 
of the game uses a gun attachment and, at this point in time, no 
light gun has been announced for the PS2. With that in mind, Konami 
has gone to great lengths to create a unique, on-screen targeting 
system which makes full use of the Dual Shock controller, while 
mimicking the arcade controls to a “Т”. As far as graphics are 
concerned, from the short play time we had with the game, it's 
obvious the PS2 has no problems recreating the arcade's look and 
feel. The game is presented in ultra-high resolution and, for the most 
part, the issue of anti-aliasing was non-existent. 


Surprisingly, Silent Scope is slated as a launch title. Up until E3, 
it hadn't even been discussed or announced as a possibility for the 
PS2 and there hasn't even been a whisper about it over in Japan 
where it's being developed. In any event, I'm not complaining and 
will be right there in line with everybody else on 10/26 to pick up 
my copy. Look for a full review in our premiere issue of PSE2 next 
month. 


—— Greg 
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Publisher: EA Percent Complete: 85% 
Developer: EA Japan Release: Fall 2000 


The year is 2037. A deadly plague has spread camera strangely hovers at mid-torso level, similar 
through a major metropolitan city, leaving death and | Ко that of Konami's quirky Broken Helix. Most of the 
destruction in its path. The only hope of дате takes place inside a large scientific facility, 
finding a cure to this unknown and but the action does move through cityscapes, subways, 
unforgiving disease lies in the hands of a dark sewers and a variety of other locales which feature 
small group of scientists who, as fate would | а host of environmental special effects, including fog, 
have it, have been kidnapped and are being | smoke, mist and rain. 

f held hostage by a radical bio-terrorist 
| group. As Ash, commander of the covert 
| special operations team X-Squad, it's up 


The game also offers up a nice laundry list of 
features, which include incredible character models 
> Б and animations — each character is comprised of over 
to you to lead а hand-picked group of your 5000 polygons and has up to 2,500 frames of motion 
р best agents into a dangerous warzone сне animation, a unique upgrade system — you 
teeming withiterrorist enemies, ip order руей не ability Мо enhance and upgrade your 
to successfully bring back these scientists Characters as you progress and, along with their 
alive and in one piece. As always is the — individual personalities, each has their own special 
case, the world’s fate depends on it. skill set, such as demolitions, sniping, stealth, etc., 

So goes the setup for X-Squad, а huge array of weaponry at your disposal — pistols, 
Electronic Arts’ new action/adventure for rocket launchers, flame throwers, sniper rifles, etc., 
| the PlayStation2, which is scheduled to and over 80 in-game speech segments with 
_ ship at launch this October. While the plot | synchronized facial animations. In addition, there has 
might sound very similar to any number been quite a bit of emphasis put on the enemies’ 
of video games from the past, X-Squad artificial intelligence, Expect terrorists to wait in 
р boasts a few new, cool and innovative ambush, lead your character into traps, and attack 
| features that could potentially make this from above and below, often times exposing you to 
а stand-out PS2 launch title, As Ash, your lethal crossfire. 


role is not only to infiltrate and secure any As you can see, EA has a promising launch title 
and all hostile environments, but to actually oc their hands that hasn't gotten much press since it 
command your squad of team members was announced back at the PS2's Japan unveiling last 
in order for them to act out your specific March, The title has been in development overseas 
Қ orders. This is carried out via a for the better part of two years and is the result of 
sophisticated, proprietary artificial рде own Japanese development house, With any luck, 


intelligence engine dubbed the “Buddy Г f MARS S 7 
AIS". Similar in theory to Abe's Oddysee, м р review in time for next month’s debut 


you will have the ability to choose from 
a list of commands (such as attack, flank, 
follow, cover, etc.) that, once given, your 
three other team members will carry out on the fly. 
And, adding an extra dose of realism to the game, 
your teammates will each have minds of their own, 
bringing a certain amount of unpredictability to the 
game which is gauged to their individual personalities 
— they will sometimes question your orders, talk back 
and even act freely of their own accord. In order to 
successfully complete all of the game’s many missions, 
you will have to learn how to best utilize each of your 
team members’ unique abilities, 


The action in X-Squad can best be described 
as a light version of Syphon Filter, with a bit 
of Metal Gear Solid's stealth action thrown in 
for good measure. The game is viewed via 
a third-person perspective, although the 
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Infogrames Percent Complete: 35% 
Developer: Beyond Games Release: Summer 2001 


In addition to Munch’s Oddysee and Unreal 
Tournament, Infogrames has a third PlayStation2 game 
in the works, Motor Mayhem. Capitalizing on the 

Vehicular Combat genre Twisted Metal single-handedly 
created back in ‘95, Motor Mayhem is set to deliver 
extreme destruction and killer competition between 
a cast of mean and nasty characters. 

Set in the year 2025, the world of sports as we know 

it has grown destructive and deadly. With the creation 
of the VCL (Vehicle Combat League) at the turn of the 
century, all comers were invited to enter this mechanical 
blood sport and battle it out in huge arenas using 
only their wits, skills and deadly vehicles. As the 
season progressed, only a small group remained 
standing, and these warriors from all over the universe 
will now enter into the Superbowl of the VCL — Motor 
Mayhem. 

What promises to make this game stick out next year 

when it’s released, is the emphasis placed on the 
characters themselves. In most car combat games you 


don't get to see who's behind the wheel. With 
Motor Mayhem, you'll get a bird’s eye view of each 
character and their incredible animations. Each of their 
personalities will be conveyed through facial expressions 
and their actions behind the wheel. When all is said and 
done, the amount of detail promises to be astounding. 
Speaking of the characters, expect to have a variety 
of freaks from which to choose. The ones revealed so far 
range from Grok, a creature composed of solid rock who 
is capable of creating earthquake-like tremors, Rancor, 
a nasty lizard mutant who has ultra fast reflexes and 
deadly precision, Corvalis, part human, part robot 
all business, and Vulcana, a fiery pyromaniac who. 
uses flames for fun. 
The game takes place over ten multi-level 
arenas that are located across a variety of earth- E- 4 “ = " 
based environments (including an aircraft carrier ; - and ancient aztec ruins), and each vehicle comes 
4 equipped with a host of standard weapons (cannons, 
lasers, etc), in addition to power-ups and special 
items that are strewn about each level. In addition, 
each character has their own special signature move 
which, if done correctly, unleashes a devastating attack. 
That's all the information that was available at this 
time. We'll have plenty more on Motor Mayhem in the 


months to come. GREG 
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I smell the blood of an Englishman. 
Be he alive or be he dead, : 
РИ grind his bones to make my bread. 


This is a game of revenge. A dark early 1900s revenge where you'll battle against 20 different creatures using new 
fighting techniques, combination moves, and fatalities. A revenge that goes deep into 30 game sectors in 
8 different worlds including subways, castles, sewers, cities (London|Paris), cemeteries, villages, and underwater. 


A gory revenge. An extremely gory revenge. 


Soundtrack by Rob Zombie. 


Animated Viol A 
nimated Violence Sega® Dreamcast 
imated Blood and Gore. 
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Parappa the Rapper definitely jump- 
started a genre which was pretty much 
non-existent at the time — I'll give it that 
much. Aside from the likes of the dog- 
boy and his funky-fresh Colorform crew, 
can you recall any game that had that 
much emphasis on music? I can bet my 
PocketStation that your answer is "no". 
There's been a load of copycats and 
wannabes, but it was only a matter of 
time before someone somewhere took 
that blend of music and Simon Says 
gameplay to the next level. Well, it's taken 
a lot longer than I thought it would, but 
the first true rhythm-action hybrid has 
arrived. TVDJ (hyper-catchy name, yes, 
no?) is the first true copycat with a twist. 
Please let me to explain, as putting TVDJ's 
muy facil (that's "very easy" for you 
Spanish-challenged . folks) game 
schematics to words is a bit of a 
challenge. 


Unlike -Parappa, BeatMania ог 
Stepping Selection, the purpose of TVDJ 
isn't to match button presses to the beat 
of the tuneage — actually, there is no 
music, per se. What you are supposed 
to do is create a thrilling TV show using 
the provided clips of the cast in action. 
Each stage or episode is divided into 
various scenes, and each of these scenes 
has a given number of animated loops 
that advance the story. Matching the 
loops up to the "beat" is where the 
rhythm and timing come into play. While 
"recording" scenes, a small movie reel 
near the lower portion of the screen 
scrolls from right to left. This reel is 
subdivided into groups of two, four and 
eight frames. Your job is to press the four 
buttons on the Dual Shock and occupy 
every frame without going beyond the 
maximum. The Triangle button will create 
a set that occupies one frame, 

the Square will occupy two, 
Circle three and X will create 
a four-frame loop. So, for 
example, if there's a group 
of eight frames, pressing 


Circle, Circle, Square would complete the 
section perfectly, whereas Circle, Circle, 
Circle would be one frame over the 
maximum eight — you lose tíme and 
points for an error. That's the basic bare 


bones idea behind TVDJ — matching 
numbers to the correct amount in a 
timely rhythm-based fashion. Sounds 
really complicated doesn't it? Well, in all 
honesty it isn't — it just sounds like it. 
Think of it like filling up a glass of water 
to the brim without spilling a drop. Once 
completed, a given scene will play in 
its entirety just the way it was "recorded". 


Ifthere's nothing but Natalie (one of the 
cast of characters) smiling at the camera 
then that's what you'll see when the BBB 
broadcasts. When the show is over, you'll 
be rated (by number of viewers) 
accordingly. Different effects and changes 
can be made in the mix machine after 
cutting the video. Tweaking the same 
show here and there can make a world 
of difference to the audience and in your 
score. 


Each of TVDJ's Épisodes has the 
same cast acting out a different theme 
in a very distinct, cartoon style 
presentation. So, while the first, "The 
Codename 777" is a James Bond parody, 
"Woody's Love Letter" resembles the old 
British show, Benny Hill. The furry cast 
has been done up in an art style not 
unlike Jet Grind Radio (Sega's quirky cool 
rollerblading action game). Although it's 
not as convincing as Sega's cel-shading 
ravefest, TVDJ. still keeps with the 
cartoony look. The game is chock full 
of bright pastels, thick black outlines апа 
over the top imagery that would make 
Chuck Jones green with envy, and 
backgrounds receive equally impressive 
treatment. While the visuals don't match 
the surrealistic look of Jet Grind Radio, I 
feel a little more effort on the artists' side 
would have given these "cartoons" the 
Disney look. Cel-shading, as cool as it 
may be; will probably be way too played- 
out before we know it. But, at least it 
looks good now, 


ottom line 


A few cool bells and whistles and 
some tasty eye-candy can't hide TVDJ's true 
colors; it's a gimmick game. If you look at it 
every which way it still comes up as a short, not 
50 sweet, PS2 showcase without any real meat 
on its bones, TVDJ could've been a must-have 
but, as it is, it's just another blue CD to add to 
| the PS2's growing mundane library. At 40 dollars 
Iwould consider TVDJ as a purchase, but at 
twice that price tag, I'd say no way, Jose. 


DAVID 
CASTILLO 


The presentation is no doubt there 
— no gripes from me on that — but TVDJ 
isn’t much more than a kid’s game, if 
even that. Sure, the comedic factor is 
highly amusing for the first few runs but, 
once mastered, there’s nothing to it — 
the game's just too simple. If only more ~ 
episodes were included or there was more 
to do; only then would TVDJ hold my 
interest longer than Fantavision «sigh». 
Could it be that keeping a rhythmic pace 
doesn't have the same appeal without 
the catchy J-Pop backbeats? The idea in 
itself is solid, but I'm totally sure that the 
lack of in-game interactive music is what 
ultimately causes TVDJ to go stale early 
on. As always, the high prices we have 
to pay for these games make it that much 
more difficult not to be uber-critical of 
them. If this was about 30 or 40 bucks, 


I'd be singing it's praises, but it's not 
— it'll run you double of most domestic 
games at your local importer. 


I feel like.such the bad guy. Here's 
a console that spins circles around 
supercomputers and still I have nothing 
but complaints. In my defense, I really 
do love the system. Give it to Namco, 
Dream Factory or Capcom and see what 
happens. But, even Sony's own 
development team can't make heads or 
tails of it when it. comes to the 
complicated inner-workings of the PS2. 
This technology should've been used оп 
something like a new Motortoon GP or 
even an action adventure 
game. Yeah, that's it, 
the characters could star 
in their own animated 
series. But, when they 
star in.a video game 
devoid of replay value, 
it's kinda hard to think 
of any compliments. 
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Publisher: Gust 


Having been spoon fed on video 
games since I was a wee lad of seven 
(I'm 31 now, so you can do the math), 
I've pretty much run the gamut on 
just about every console/computer 
ever released. Some of my fondest 
gaming memories are playing such 
classics as Stunt Track Racer and 
Powerdrome on my Amiga 500. Then 
again, some of my not so fondest 
gaming memories are playing such 
crud.as Cosmic Race and Starwinder 
on the PlayStation. Why mention 
these games in the same breath you 
ask? Because they all have, in one 
way or another, something in common 
with Gust's new PlayStation2 game 
with a screwy name, Hresvelgr. 


Like any import PS2 owner, I 
desperately want to like each game 
that is released. And like every import 
PS2 owner foolish enough to slap 
down upwards of a hundred bucks 
every time a new title comes out, I 
am almost always disgusted, dejected 
and all around pissed off when I pop 
the shiny blue CD into the tray and 
hear, somewhere in the back of my 
head, the sound of a toilet flushing. 
At least with Hresvelgr I was a bit 
more optimistic, Seeing the shots in 
an issue of Famitsu early on, 1 was 
given the impression that it might 
actually be decent. Sporting high-res 
graphics and a futuristic look, I had 
hoped that this jet racing game would 
be at least similar in concept to an 
airborne Wipeout — boy, was I wrong. 


Hresvelgr starts out good enough, 
with а nice presentation that sports 
high-quality glue-screens and a decent 
CG intro, but things go decidedly 

downhill from there. The 
| я concept ої the game is to 
strap yourself into the 
cockpit of a futuristic jet, 
which seems to get its 
power from an energy 
field. Said energy field also 
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> A HRESUELGR 


Developer: Gust 


doubles for the track, and thus you 
must keep your jet within relative 
proximity to the field or else you will 
lose all power and float to the ground. 
Like just about any other racing game 


out there, you are competing against 
а grid of opponents who will stop at 
nothing to beat you. And like some of 
- the more sim racing games out there, 
you have to гип a qualifying lap first 
to determine your place in the starting 
lineup. There are also a variety. of 
weapons and power-ups available 
to you, which include homing missiles, 


lasers, auto chaff, speed boosts, 
shields, etc., and a host of different 
ships from which to choose — each 
having the standard varying attributes 
from top speed, acceleration, turning 
agility, and so on. 


Where this game starts to fail (and 
fail it does) is as soon as the racing 
starts. I recall being at a PS2 press 
conference early on and hearing Ken 
Kutaragi (the father of the PlayStation, 
in case you. were wondering) say that 

-60 frames per second would be the 
new standard for PS2 games. While 


I understand that developers are still. | 


learning the ins. and outs of this 
elegant piece of 128-bit hardware, I 
want to-know how someone could 
actually release a PlayStation2 game: 
‘that chugs down to 10-15 frames per 
second without any other opponents 


(| on the track? That's right, Hresvelgr’s 


fatal flaw (поё {Не only one either) 
is its horrendous frame rate. These 
are jets, for pete’s sake, not the nickel 
ride in front.of K-Mart. It seems Gust 
chose to sacrifice the frame rate for 
no pop-up and high level of detail (two 
programming tricks which; can be 
executed to keep the poly count from 
chugging down the system). While 
it's nice to see all the way out to the 
horizon with no draw in, I know that 
the hardware can do this without 


ottom line 


Here I am still smarting from Sky 
Surfer and 1 get a double slap with Gust's 
Hresvelgr. This is most likely another one of those 
games that was originally in development for PS1 
and then moved over to the PS2 midstream to 


make a quick buck. As it is, you should avoid it at 
any cost and hold out for something bigger and 
much, much, MUCH better, If it doesn't get 
delayed again, EA’s SSX should be out in the 
next month or so, save your cash for that. 


missing a beat. Gust should not have 
released this product until they could 
have found a way to optimize it and, 
if they couldn't, SCEI should have a 
tighter policing policy for letting crap 
onto their system. 

If anything, the PS2 is definitely 
already separating the men from the 
boys. Some of the other negatives 
this game offers up are rudimentary 


. controls (you can't bank or barrel roll 
«зо and what happened to 256 levels 


of analog pressure on the Dual 
Shock2?), . unimaginative and 
uninspired gameplay — I’m still 
waiting for the “Emotion”, and 
extremely limited replayability — only 
four courses and three game modes 
(single race, gran prix and time trial). 


Heck, there’s not even a multi-player 
option. I can only imagine a two or 
four player split-screen mode — two 
frames per second, anyone? 


Going ‘back to my original 
paragraph, I have always been а big 
fan of games where your are thrust 
up to ridiculously high heights (Stunt 
Track Racer) and racing it out through 


.tight tunnels at high speeds (Stun 


Runner). Sadly, Hresvelgr fails 
miserably on all accounts. If you're 
an import PS2 owner, you might as 
well stick with Tekken Tag, RR V, 
DOA2, FIFA Soccer and Paradise Golf 
for a few more months, 
as it looks like it's 
going to be up to the 
US. апа UK to deliver 
the goods with the 
American system in 
October. If it's not too 
late, just say no and 
pass on this garbage. 
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This month, we interview Medal of Honor’s leader of the Resistance, 
Scott Langteau. While in the confines of Costa Mesa, we eventually 
managed to get a hold of the elusive Producer of MoH: Underground. 

Still at the Dreamworks office in Santa Monica, he answered a few questions and gave us 
some cool information on the making of Underground. 


PSExtreme: Can you give us some background on what 
you've done until now? 
Scott Langteau: | really started about five years ago with 
the company [Dreamworks]. i graduated from Villanova with 
a Masters, moved to LAO and hooked up with a good friend 
of mine who had worked for Disney [Michael Giacchino]. He 
and a friend had started a company called Mission Control. 
They were the first developers for Dreamworks. i worked for 
them developing the first PC games. Shortly on in my 
involvement, Dreamworks brought me in-house. i localized 
all our titles: Warpath, Small Soldiers, etc. і was the Associate 
Producer on Medal of Honor. And now I'm producing the 
follow-up title [prequel]. 


PSEX: Can you give a brief rundown of the background of the 
game? 

SL if you're familiar with the first game, then you're familiar 
with Manon. We follow her іп Medal of Honor (MoH). She starts 
off in the French resistance. We start in 1942; she and her 
brother are involved in а resistance group, After about 
five levels of the game, the OSS recruit her. After about 
the fifth level, we leave France and go to italy, Greece, North 
Africa and Germany, then back to France. Our catch is if you 
like Medal of Honor (fighting Nazis), then you’re still fighting 
Nazis, but you're fighting their stuff, too — tanks, motorcycles 
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and everything else. But, we start in the French resistance. 
The feel of the game is the same gameplay, same control, 
same weapons. That basic shell and core of the game will be 
familiar to everyone because it’s MoH. it’s also so fresh and 
new that’s it’s different. The payoff is a whole other game 
~ enemy vehicles, tons of new enemies, all new sound effects 
and musical score. The feel of the game is different because 
you're fighting with an underground resistance. With the 
original garne, you started out in the war room. in Underground, 
you're in a converted old French basement. There's a makeshift 
radio, etc — it’s all very covert. We carry that through to the 
medals you're rewarded in the game; Legion of Honor French 
medals, souvenirs and trinkets (like a piece of the tank 
fhat killed your buddy). So, you're earning trinkets in that 
way instead of official medals. There's a real feeling to the 
story art. And, we've done twice as much dialogue this time 
— we had to hire twice as many actors — half speaking French, 
the other half speaking German. 


PSEX: What would be one of the major additions to 
Underground? 

SL You have different kinds of Resistance buddies, who fight 
in the streets with you, seek out to protect you and fight the 
enemies nearby. That adds new elements as well [fighting 
alongside buddies]. There are a bunch of new buddies you 


OF 


need to meet up with who will give you papers or documents, 
pick locks, etc. in battle, you can let them be killed or kill them 
yourself. We let the player do what they want. You can protect 
them, and they can even go find health and beef up their strength 
on their own. For example; in one level, the resistance guy might 
be fighting a sniper. On one occasion through that level, your 
buddy may kill the sniper and, on another, the sniper may kill 
your friend. You never know how many guys you’re going to have. 
in addition, there are six new weapons: Panzerfaust Anti- 
Tank Bazooka, Big Joe Crossbow, Molatov Cocktails, Petro Bombs 
and the German Sniper Rifle STG-44, as well as enemy vehicles 
(tanks, motorcycles, etc.), but vehicles are solely for enemy use. 
Some of the feedback we received from the first was that 
the game was too dark. With Underground, we figured out 
how to have blue sky and other bright, environmental color 
palettes. Six of the 24 missions take place during the day in 
Greece, Casablanca and more. There's a dust storm there; You 
тау not be able to see more than six feet dhead of you with 
dust swirling all around you. 


PSEX: What were your personal inspirations in creating 
Underground? 

SL Obviously the weaponry, the Hotchkiss; [it's а] French-mounted 
weapon, is really cool. Certain things related to the region we 
wanted to get in there. Throughout war, getting weapons at all 
was very difficult for the Resistance group. We wanted to keep 
the historical accuracy from the first dead-on and we also 
wanted to stay on top of comparisons to GoldenEye. We ‘d have 
design meetings and the guys would throw their ideas out there 
— the Producer on the first game, he would go “woah”, and 
shake his head. But, ultimately, the team would make it work. 
We've been so lucky in this process. We jokingly call it the “team 
of nice". They couldn't work better — it’s d fantastic group of 
guys. There are so few things i can think of that didn't get in. 
I'm really eager to play the game in its finished form and for 
the reviews to start trickling back to us. | find it really hard to 
believe that there’s going to be anyone that won’t think this 
game has ail the little extras we wanted to do. Everyone we've 
showed the game to has been really excited. 


БЕБИ: Anyone that’s played the first Medal of Honor knows that 
there was a fantastic musical score. What about this time 
around? 

SL: This time we have а 75 piece orchestra, all new music and, 
believe it or not, a 25 boy choir. With little or no rehearsal time, 
these amazing little boys cranked out some amazing pieces. 
Eight to Ten of the boys were so excited about singing for a PS 
game and they were so mad at their coach because he didn't 
communicate to them that they were singing for a video game. 
They sing in the main theme and in the Monte Cassio italy mission. 
These boys are the creepy, creepy voice in our catacomb levels. 
The boys were just amazing. it was the Northwest Boy's Choir 
from Seattle, Washington and the Northwest Symphony. Composer 
Michael Giachinno gave me my first job in LA — funny that five 
years later I'm giving him work. We also recorded an original 
song for the game that can be heard playing through the streets 
from the inside of а bar. | did the lyrics and he did the music. 
it's based on an actual OSS mission that happened during 
the war. It’s а fact that the US and British would broadcast 
sappy Gershwine Berlin songs to the German frontlines, making 
the men miss their wives and families and get them to defect. 
in between the song lyrics would be false newscasts. And, to 
keep the game as accurate and historically authentic as possible, 
we went and visited the sisters in the resistance. These brave 
women fought in the war and can be read about in this amazing 
book, titled “Sisterhood of Spies”. We went out to meet the 
author, Hellen Deschamps. She rounded up four female spies 
and we spent the day with them talking about their stories. She 
actually was one of, if not the single, most inspiring women I’ve 
ever met. She was in the French resistance. Her father was а 
French general. Her brothers were taken captive during the war 
and she and her sister joined the Resistance. Her sister was 
killed during battle by a tank. Hellen buried her in the middle 
of the field. 


PSE) Was there anything wrong with the first game (as minor 
as it may have been) that you wanted to change? 

SL We've been trying to address some of the collision problems. 
We're also addressing the darkness. Those are the only two 
things we were trying to fix and change. Otherwise, most of it 
was pretty solid. Basically, we want to give players more of what 


they liked in the firs MoH, just cranked up a notch. Expect 
to experience improved Al. Players will be really jazzed. 
The enemies are much smarter with better aim. Now, if 
you launch а grenade near them, they сап still kick it back 
at you, but now they can catch it in midair and whip it back 
at you. The Nazis use all the vehicles — if there’s a tank 
down the street, they'll walk with the tank to use it as а 
moving shield. it's a beautiful game, it really looks beautiful. 
it’s the same art guys learning and perfecting their tricks. 
One of the things we really wanted to do (we had the 
technology to do moving geometry) is have moving platforms 
and trams, with the ability to jump on the track and interact 
with the environment. 


PSEX: Since the first Medal of Honor was so solid, did it 
make creating a fitting sequel a little easier? 

SL: We couldn’t have made Underground without the first 
Мон. i look at it every day and can't wait for people to play 
it. We certainly couldn't have done that without Peter and 
the guys from the first team. We are thankful that we were 
given а solid engine and game to work with. We couldn't 
do this if the Al and engine needed work. We had such a 
strong foundation to start with, so we could spend a year 
making d fun, fun game. For everyone on the team, this is 
the first time being a lead — definitely a green group of 
leads if there ever was one. All the leads worked on the 
first MoH, but now we're all sorta cogs in the wheel now, 
heading up our own divisions. 


PSEX: Do you have any advice for someone out there 
that would eventually like to be in your shoes someday? 
SL: Our test pool gets promoted up. Testers don't get paid 
alot and, to be d tester you've really gotta just enjoy it. 
From there, try to learn from the designers and maybe 
become d junior game designer. | don't classify myself 
as a huge gamer. I’m more into seeing a creative vision 
come true. All these people can do what their skill sets 
are and make the ultimate product awesome. i don’t think 
that takes someone that plays games 24 hours d day. The 
types of games that | play aren't the majority of games 
that the standard gamer out there plays. i'm not a big 
sports or racing game guy. | like story, а good adventure, 
great art, good characters and gameplay that has to be 
fun. i like a different sort of game that gamers ouf there 
like to play. | really sunk my teeth into this game. | really 
liked the authenticity of the first game — getting all the 
archival footage, working with Captain Dye and having the 
opportunity to meet all these fantastic and interesting 
women that helped make history. it's a great place to work 
because if you really wan to sink your teeth in the genre 
or world you're creating, this company affords you the 
opportunity. if this means you have to go to the desert and 
shoot weapons for a week, you can — that's really rewarding. 
The company has me in this position not because of my 
gaming skills, but because of my people and organization 
skills; That's the furnace that i keep burning here. it's the 
designer's job to give me an idea, it's mine to see the game 
get done. | like to give everyone the most freedom. 


PST Any words about Medal of Honor appearing on the 
PS2? 

51: Absolutely. Unofficially, we have plans to take if to every 
sort of avenue — PC, PS2 — exploring different ways to 
broaden the MoH world. We haven't officially decided what 
our next foray will be as of yet, but we're [EA] testing it on 
PS2 right now. We started that a week ago and got it up 
and running with no problem. 


ЗЕ Any closing words? 

SL Eric Kraber is doing all the sounds. He won best sound 
last year and is doing all new sounds for this game. We're 
jazzed about that. We're doing real-time pitch bending. If 
the tank is coming down the street, the audio for the tank 
will be affected by its own movement. And we have triggered, 
streamed audio as you go in or outdoors, as well as different 
sound effects and music. You can expect more triggerable 
audio throughout the levels that we didn’t do before. 


* We would like to thank Steve “Care Package" Groll for being as so kind 
to set up the interview and Scott for taking time from his busy schedule 
to give a few words on what is sure to be a guaranteed hit. Watch for 
а full review of Medal of Honor: Underground shortly. Until then, at ease, 
soldier. 
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Could you give us а little background on the Ms. Pac-Man team? is the development for the game being done 
in the States or Japan? is this the same group that created Pac-Man World: 20th Anniversary Edition? 


Ms Pac-Man was developed here in the States, with myself as Producer and Gil Colgate Lead Programmer. 
With the tremendous success of Pac-Man World, you can look forward to many more great products developed here. A few 


members of the Pac-Man team moved to the new project but most of them are new, to create a fresh new look to Ms 
Pac-Man. 


We've noticed that Ms. Pac-Man Maze Madness drops the platform/adventure elements of Pac-Man World — 
the swimming, spinning, and butt-bouncing. What was the reason you eliminated those abilities in favor of a more 
straight-forward, puzzle solving game? y 


We built on the strengths of Pac-Man World and, after much focus testing, we found that the original idea of avoiding 

the ghosts and eating the pacdots had such universal appeal that we tried to concentrate a little more on that. We 

have added 14 brand new enemies, over 30 interactable items, three different Multiplayer Tournaments and three 
Bonus Mini-Games — so there’s a wealth of things to do in the game. You definitely won't finish it in a hurry. 


Would you mind giving our readers a brief description of the storyline and gameplay elements? Did the 
team have any influences when creating the concept? 


The team was very involved from the start in creating the game. We had many brainstorming sessions 
and, out of these, picked the most fun ideas and cool enemies to develop for the game. For example, in Рас- 
Ping Harbor, the ghosts carry kegs of Dynamite that leave trails of gunpowder on the floor. Add a Fire- 
Breathing dragon that can set the gunpowder on fire and you have serious explosive gameplay!!! The 
storyline develops over the course of the game, but suffice to say, there is an evil witch, Mesmerelda, 
who has transformed the Enchanted Palace into Haunted Halloween and kidnapped Professor Pac 

and the Princess. it’s up to videogame's most famous heroine to save the day! 


Are you using the same assets from Pac-Man World (art, graphic engine, etc.) or 
was everything created from scratch? 


Not at all. АН the art assets and music were created from scratch. The game 
engine has been massively modified to incorporate all the new cool elements, such 
as the new Power ups, interactable items and Multiplayer Mode. 


The original Ms. Pac-Man was one of the first arcade games to appeal 

to women as well as men. Since the majority of videogame players today are 

male, was their any attempt to try and make Maze Madness more appealing 
to female players? 


Our goal has always been to create a universally popular game 
which will appeal to both guys and girls. Ms Pac-Man is such a famous 
d x and hugely popular icon that we heavily focus tested her to find 

I out what both boys and girls wanted and tried to include as much 

of it as possible. Apart from eating the pacdots, you have to 

find the fruit that are now hidden in the stages, and solve 
fiendish puzzles! 


Р Pac-Man and Ms. Pac-Man аге now both 
nearly 20 years-old. Given the rather limited 
concept of the original games, and how much 


you have expanded on them with the PlayStation updates, do you foresee 
these characters continuing to appear on the next generations of systems 
(such as the PlayStation 2)? 


EW: We can all look forward to more Pac-family titles developed in 
the future 


Namco was one of the first companies to emphasize characters 
in their games, and is known for the Dig-Dug characters, Mappy, and 
others as well as the Pac family. Do you have any plans in the works 
for similar games featuring Jr. Pac-Man or any other classic Namco 
characters? 


Ew: Unfortunately | cannot talk about games currently in development. 
As you know, Namco always puts quality first. The characters you mention 
are going to be with us for some time to come. 


Like Mickey Mouse, Pac-Man (and, to a lesser extent, Ms. Pac- 
Man) is pretty much a household name. When the original coin-op came 
out, it's fair to say that just about everyone caught "Pac-Man fever". Do 
you feel the Pac characters are still well received? How about in Japan? 


EW: Actually, Ms Pac-Man was а more popular arcade game even 
than Pac-Man. Pac-Man World has been received extremely well both 
here and in Japan, and has sold tremendous numbers. i expect Ms 
Pac-Man to do just as well. We have an excellent team that have created 
some stunning graphics and superb gameplay — you just have to hear 
the noise generated in a multiplayer tournament to know you have d 
seriously fun game! 


Thanks for taking the time to answer our questions. 15 there 
anything else you would like to add or get across to our readers before 
we go? 


Just that of course we are adding the original classic Ms Рас- 
Man game for all the retro gamers out there. Also, there are loads of 
secret easter eggs in the game that are not mentioned in the manual. 
See what happens if you do really well in Time Trial Mode. There may 
be secret Namco characters that you mentioned earlier waiting to be 
unlocked that you can play in the Multiplayer Tournaments. 
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Capcom fans have а lot to look forward to this fall, as the 
company continues to support the PlayStation with a number 
of highly anticipated sequels. Whether you're a fan of survival 
horror, 2D action, or fantasy role-playing games, chances are 
pretty good that one or more of the following titles have already 
| piqued your interest. 


p $ One of Capcom's most impressive PlayStation games at 
yw ЕЗ, Dino Crisis 2 is currently scheduled for an October release. This sequel 
р features а host of changes that make it even more exciting than the original, 


including a treacherous jungle setting, a powerful new arsenal of dinosaur- | 
slaying weapons, апа the ability to hold two weapons at once. You'll definitely need the extra | 
firepower, too, since there are now more than 10 vicious types of dinos — and а heck of а lot more of 
'em coming after you! 


This time around, sexy heroine Regina is enlisted to mop up after the military causes d disaster 
with Dr. Kirk's Third Energy research. Edward City has completely disappeared, replaced by a prehistoric jungle crawling with voracious 
dinosaurs. Once again, it's up to Regina's elite task force to destroy the creatures and rescue any survivors. However, you also get 
МЗ (о play ds a second member of the team — a tough special agent named Dylan. 


Another new feature gives you points for killing dinosaurs, which can be used to purchase weapons, ammo and healing items. 
Plus, you can now target enemies from above or below, and you can even use diving gear to fight amphibians underwater! 


The biggest visual difference is that the first game's polygonal environments have been replaced by richly detailed, pre-rendered 
backgrounds that perfectly capture the lush, dense feel of the jungle. in our demo version, the outdoor setting makes you feel 
much more exposed and vulnerable than the laboratory confines of the first game. Dinosaurs can now attack you from any direction 
———— — — qt апу time, creating a constant tension that makes you feel less like the hunter and more like the prey. 


| Luckily, you can do quick turns by pressing the R2 button, which is essential for survival. it's пої uncommon to be 


attacked by more than 15 hungry dinos within 50 feet, so you'll need to creep along 
SS carefully, listening to every rustle of leaves in order to survive 
pus. s the horror. 


1 ` T Speaking of survival horror, the genre is pretty much synonymous with Capcom's memes == 

` = : incredibly popular Resident Evil series. Although a lot of RE fans are already drooling Б 
over the prospect of playing Resident Evil 4 on the PS2, many will be delighted to hear 

that we still haven't seen the last of those evil zombie creatures on the PlayStation. 


й Capcom's latest gorefest is Resident Evil Survivor, which takes place during the events 

ч= of ВЕ? and ВЕЗ. Described as "an extension" of the Resident Evil story, the game represents 

4 а significant departure {гот the rest of the series. The third-person action has been scrapped 

in favor of a first-person shooter, although players still have complete freedom of 

movement within the 3D environments. Now more than ever, keen wits and quick reflexes 
will be needed in order to blow away foes and survive the murderous onslaught. 


Once again, the nefarious Umbrella Corporation is up to its sinister tricks, having 
already destroyed Raccoon City with the dreaded T-virus. Now, а new town has | 
been infected by the hideous scourge, and players are cast in the role of 
а young man who loses his memory in a helicopter accident. The branching 
Г storyline promises to add extra replay value, while revealing hidden secrets 

| tothe Resident Evil saga. 


; } Ж The question is, will you have what it takes to be a Resident Evil Survivor? 
qe Players can put themselves to the test this fall. 


RPG fans can finally stop holding their breath for the next installment in Capcom's epic role-playing 
series — Breath of Fire iV is also expected this fall. The game features colorful 3D backgrounds, 2D 
anime-style characters, and an engaging new quest that once again pits the powers of good against 
the forces of evil. 


BOF4 continues the saga of the dragon people who gave their lives to eliminate the evil goddess 
and restore order to the world. Players control a party that includes Ryu, a boy who can turn into a 
dragon, and Princess Nina, who is seeking her missing sister. The story involves themes of honor, greed and 
the preservation of nature, as well as plenty of intense battles. 


There are also lots of cool weapons, magic spells and special abilities to use, and the new Tactical 
Battle System offers some interesting twists on traditional turn-based combat. As each turn begins, 
players can pick three characters to fight on the front line, while moving others to the back so they 
can rest and regain Ability Points. in addition, the new Combo System lets you experiment by combining | 
your characters’ spells for extra effect. This adds a nice strategic element to the combat — as does the 
ability to learn your enemies’ attacks and use them right away. 


Of course, there's more to BOF4 than just fighting. RPG lovers will also enjoy many hours of exploration 
and character interaction as the story unfolds with intertwining plot lines. So, sharpen your swords and 
get set for adventure! 


Things are looking bigger and better than ever for our favorite 

boy in blue, as Mega Man Legends 2 is due in September. The sequel to Capcom's million-selling blockbuster 
will feature a bunch of improvements, including enhanced graphics, sharper character designs, double 
the amount of enemies, and a beautiful 3D game world that's twice the size of the original. 


The story takes place far in the future, shortly after the ending of Mega Man Legends. Most of the 
Earth's continents have disappeared into the sed, leaving only a small plot of land with a unique civilization 
that depends on energy refractors to survive. Mega Man and his friend Roll are refractor "diggers" who 
travel the world looking for the "Great Legacy" — a fabled infinite power source that could eventually 7 

replace the refractors. Will they be successful in their noble quest? 


in order to find out, players will have to beat a variety of boss characters and interact with the 
local townspeople, who can help you discover more effective battle strategies and find your foes’ 
weak spots. There are also a number of imaginative mini-games for Mega Man to conquer, which 
promise to prove addictive. 


| The game will be compatible with Dual Analog control, allowing players to use the second thumbstick to adjust multiple 3D 
| camera perspectives. 


if this sounds to you like a recipe for some Mega fun, you're surely not alone. After all, the Mega Man franchise is still going 
strong after 13 years, with nearly four million units sold in North America alone. 


IMEGA MAN X5 


Still can't get enough of the tough blue wonderboy? Then you'll 
be happy to hear that Capcom is also gearing up for the release 
of Mega Man X5, which is actually the second PlayStation title in the 


Mega Man X franchise. 


Judging from our preview version, the game promises to provide players with many hours of old-school, side-scrolling fun. it features | 
colorful, 2D graphics, futuristic sound effects and an exciting dose of arcade-style action similar to the popular Strider series. There 
are plenty of treacherous traps to evade, tons of robotic enemies to battle and an assortment of powerful bosses waiting to devour 
your limited number of continues. 


Gamers can play as Mega Man X or the red robot Zero, who bears an uncanny resemblance to his popular blue counterpart. Of 
course, Mega Man 15 equipped with his trusty Mega Buster, and he also can jump over obstacles, hover, and dash at enemies. Zero is 
armed with a slower and weaker blaster, but he more than makes up for it with his Strider-like laser sword, which is extremely effective | 
at dispatching enemies. 


Fortunately, there's enough challenge and variety among the various levels to keep most players happy — but if 3D gaming is more | 
your thing, Mega Man Legends 2 is probably the better ticket for you. On the other hand, if you're the kind of player who appreciates 
vivid, 2D visuals and linear, side-scrolling gameplay, Mega Man X5 could be the most entertaining game this side of Strider 2. 


if you are like me (and God help you if you are!), you 
reacted to Sony's announcement that there would be а 
fourth game in the wildly successful Crash Bandicoot series 
released in 2000 with anticipation of a free-roaming, 3D 
adventure. № made sense; Eurocom had been given 
development responsibilities on the title (the three previous 
games had been developed by Naughty Dog) and they had 
just completed "40 Winks" — a game with d very nice, go- 
anywhere engine, All of the character, texture and sound 
data was going from the Dogs to the ‘Coms — so it would 
seem ап easy fit. 


lf that is, indeed, your final answer, then (like me), you 
can simply thank Regis, take the 1K and exit with your tail 
between your legs, because "Crash Bash" is a different game 
entirely. 


This multiplayer (one to four players) party game features. 
seven different mini-games that are both challenging and 
addictive. | was given a chance to play the game for about 
an hour with Mark Cerny of Cerny Games, the design 
consultants on the project (they have worked on every Crash 
game to date) and was able to go through a couple of the 
| games and play them in their two player, cooperative mode. 
| found this mode of play to be extremely entertaining and 
fast-paced, while maintaining most of the touches that are 
50 familiar to fans of the series, such as Relics, Crystals 
and Trophies. Obviously, with the three and four player games 
requiring that the players have a Multitap, you would expect 
that the development team would really have 

to concentrate on making a great one and 

two player experience — and 

that is where much of the 

design effort has been 

focused. While not quite 

Ы what | had expected, the 

game looks to be a great 

deal of fun when you've got 

а crowded house — let's take 
а look, 


i d Crash Bash's front end is 
similar to Crash 3 (Warped) in that 


published by: Sony 
developed by: Eurocom/Cerny Games 
percent complete: 85% 
release: November 2000 


me pee 
it gives you a portal from which you can initially 
access five different games in the first Warp 
Room: Jungle Bash, Polar Panic, Pogo Painter, 
Crashball and Papu Pummel (requires four 
Trophies to play). 


іп Jungle Bash, you are attempting to kick/spin/throw TNT 
boxes and steel crates into your opponents, in an attempt to 
knock their health meters to zero before your's runs out. The 
first player to win three rounds is the winner of the event and 
snags the Trophy. The game takes on an added dimension 
when two players work together against the two computer 
controlled opponents. 


in Polar Panic, you must ride your noble steed (a Polar 
Bear) to try to knock the other players off the ice and win a 
round. You must use the Square button to charge into the 
other players, assuming you have enough juice available in 
your Charge meter. in order to knock another player off 
the ice, you must first break through the snow barrier that 
encompasses the circular arena. if you are knocked to the 
edge, repeatedly hitting the Square button will give you a 
chance to get back into play. 


Pogo Painter finds you in a square-shaped arena trying 
to capture colored squares/tiles to achieve the highest score. 
Basically, you try to change as many squares to your character's 
color as possible, then hit a ! Box to get them all added to 
your score. Of course, the other three players are attempting 
to do the same thing and are stomping on tiles that you have 
colored, as well as using Missiles to stop you. There are Boosts 
available that will allow you to jump faster (temporarily) than 
your opponents, This is one of the more challenging games 
in Crash Bash and a lot of fun with four human players going 
at it. 


Crashball features four bumper cars playing, for all intent 
and purposes, is d game of dir hockey played with a chrome 
ball that is almost the size of the vehicles. Players must protect 
their goal while attempting to fire the steel sphere past the 
other combatants. Using the Ш button, it is possible to increase 
the speed of your ship and using the Square button at the 
point of contact with the sphere will result in you giving it some 
extra zip as you send it on its way. You begin with 15 points 
and lose one every time you give up d goal (drop to zero 
and your аге out). Things get progressively more complicated 
as players start to drop out of the competition and more 
spheres enter the field of play — it gets crazy... Fast! 


Papu Pummel finds you, as the winner of four Trophies, 
simply hoping to survive Papu's onslaught. Like Jungle Bash, ^ 
you are trying to throw/spin/kick boxes in your attempt to 
Survive Papu's attacks and to defeat a few waves of minions. 
After beating Papu & Co., you open Warp Room 2. 


This is just a sampling of all that awaits Crash fans and 
their friends and family, in Crash Bash. The game is scheduled 
for a November release dnd you can look forward to a complete 
review in an upcoming issue of PSE2. РАМЕ 


For gamers, 2000 is the “Year of the 

PS2”. For the good folks at insomniac, 

however, it is the Year of the Dragon. 

>. Or, more specifically, it is Spyro: Year 
of the Dragon. 


This third installment of the mega-hit 
Spyro the Dragon seriesis, even at 
this early stage, the biggest dnd best. 
of the series. | have played, beaten 
and played them all again. And, after 
spending а number of hours with а отого em Of levels 
in Year of the Dragon, i am more than confident in the above 
statement. i have а feeling that most of you Spyro fans out 
there would agree with mewhen | say that there is just 
something about the sedmless, smooth gameplay in Spyro 
that makes it so-enjoyable and so different than anything 
any other video game. it is not that any of the games have 
been particularly difficult — challenging, yes — hard, no, or 
that the games have the most incredible enemy А! — they 
don't. What they do have is a variety of gameplay elements 
that have hit their pinnacle in this third game in the series, 
and a graphic and aural quality that consistently raises the 
proverbial bar on the good ої! PS1 - not to mention d gentle 
quality to the action and pacing that is only rivaled by the 
Crash Bandicoot series. Then, there is the subtle sense of 
humor that, for the most part, is manifested in enemy 
animation. i admit it — i'm а Spyro-aholic... Butif this is 
so wrong, i don't want to be right! 


The story is as follows: Spyro and Sparx have returned from. 
a much-needed vacation in Dragon Shores after their 
last whirlwind adventure. The big centennial egg ceremony, 
where fairies bring the newest batch of dragon eggs to the 
Dragon World, is in progress and all of the dragons are 
reveling in the celebration. After a dayoffeasting and 
dancing, all of the dragons fall into an 


published by: SCEA 
developed by: Insomniac 
percent complete: 50% 
release: October 2000 


exhausted, peaceful slumber. While they're sleeping, 
wily creatures known as "Rhynocs" creep up from 
the holes they've dug from under the earth into the 
Dragon World. They steal all of the dragon eggs and; 
when morning arrives, the dragons awaken to discover 
fhe horror that their newest generation has 
disappeared. Some of the dragons find holes in the 
ground, next to the nests where the eggs once lay, and 


figure out that they have been stolen! The holes are | 
too small for the adult dragons fo go through, but | 


the eggs must be recovered before something terrible 
happens to the young hatchlings. Spyro is the only 
dragon small enough to fit through the holes — he is 
their only hope! And off Spyro and Sparx go... 


Spyro and Sparx soon find themselves in the Forgotten 
World, the world underneath the Dragon World. There, 
they.meet a mysterious Sorceress and het army of 
Rhynocs, Spyro is told that the dragon eggs have been 
dropped all over the Forgotten World. He and Sparx 
must.retrieve all ofthe dragon eggs before any harm 
comes to them. 


So, what’s new and different? To begin with, Spyro: YOD 
adds four new, playable characters to the mix (Sheila 
the kangaroo, Sgt. Byrd (a rocket-firing, bomb- 
dropping, flying penguin), Bentley (d club-wielding, 
Yeti type) and Agent 9 (a highly intelligent lab monkey), 
each with its own distinct moves dnd worlds. Also, the 
main levels are 150-200% larger than those found in 
Spyro 2: Ripto's Rage. in addition, YOD features new, 


| controllable vehicles like a submarine, tank, speedboat 
| anda rocket, new mini-bosses/games (including boxing, 


sharp-shooting and skateboarding), a number of 
returning characters (Sparx, the Professor, Moneybags 
and Hunter among them) and secrets and power-ups 
a-plenty! 

| have gone through about a dozen different levels to 
this point in time and have found the game to be much 


| larger in scope, without losing the structure and feel 


of what we have come to know as Spyro. 
It borrows freely from the series' past 
to create dn all-new adventure that is 
worthy of the name. Look for Spyro: 
Year of the Dragon to hit store shelves 
sometime in September. We should 
have a review of the game next month, 
in the premiere issue of the new, 
improved, PSE2. DAVE 


published by: Square EA 
developed by: Squaresoft 
percent complete: 75% 

release: Fall 2000 


Final Fantasy is опе of the longest running console series to date, stretehing back into the foggy 

past of the venerable NES (can you remember back that far?). Famous mainstays like Cid, Моя 

and the Chocobo's notwithstanding, as well as the occasional reused plot device or two (missing your 

memory апуопе?), each "Final" Fantasy is its own, self-contained story with no relation to previous 
"episodes". 


іп many eyes, Square's move to the PlayStation with Fingf Fantasy Vil gave justification to the 

RPG genre. Today, Final Fantasy Vii and Viii can give claip#to over five million in sales worldwide 

each and, because of this, it's now acceptable to play RPGs, to talk about them to your fighting 

game-playing friends, and to enjoy the countless characters, worlds and storylines. Fans of the 

genre have known these particular tidbits of information all along — nice of the rest of you to join us 

(take that Mark!). Which brings us to the latest and last Final Fantasy title to appear on the PlayStation, 
Final Fantasy IX. 


Although the PlayStation Final Fantasies have enjoyed high sales, there was always a strong 
underground rumbling of discontent for the shift from the medieval time periods of previous 
FF's to the modern technological time period of the current ones. Final Fantasy IX marks 

` a return in terms of artwork, gameplay elements and time period. Fans of the older 
NES and SNES titles will see it as a return of an old friend, while fans of the PlayStation 
iterations will be in for quite a change. FF IX promises to revive many old-school 
favorites: black robed mages, power crystals, medieval times, and super deformed 
character designs. While previous FF's featured a main character, FFIX seems 
to have a host of characters who, at certain points during the story, will share 
the center spotlight, including Zidane Tribal (a mischievous sixteen year old 
thief), and VIVI Ornitier (а nine year old black mage). All told, you'll have eight 
playable characters from which to choose. Square faithfuls will be happy to 
know that Yoshitaka Amano and Nobuo Uematsu both return to design characters 

and score this title. 


& ` Summons/Guardian Forces are nothing new, but 

f Square's first PlayStation Final Fantasy introduced us to 

lavish (and sometimes excruciatingly long) spell effects for the 

these creatures. Some of the higher-end Summons could easily take 

over a minute to cast (Knights of the Round, Eden, etc.) and, while they were 

great to look at, their continued use tended to slow down gameplay because 

there was no way to skip the animation portion of the spell. More recently, we've 

seen RPGs with similarly lavish spell effects that have allowed you to skip the animation 

portion. Thankfully, Square seems to be following suit, as it appears they will be shortening 
the animation for these spells. 


At the moment, details on exactly how the new battle system works are scarce, but 
we do know that your party has been boosted back to four characters in battle. We also 
know about the Active Time Event system. Briefly described at certain 

points within the plot, you'll be able to switch character viewpoints and 
gain additional information that may help you with the main thrust 
of the story. Exactly how this will work has not been clarified either. 
There is also the Ability System — equipping certain items will give you 
characters additional statistic-boosting abilities, as long as the 
item is equipped — these include sword attacks, spells, summons and 
other abilities. As you continue to use these items during battle they 
will gain ability points. Once you've reached the pre-determined amount, 
you'll be able to un-equip the item and keep the abilities that where gained from 
equipping it. in addition, certain items will give character-specific additional abilities, such as 
giving Zidane the Steal ability. 


Although Square's been tight-lipped with any pertinent information, one thing that shouldn't 
change is the way they tell a grand story. Rich backgrounds and locales, interesting and new 
characters, Mogs, Chocobos(!) and Square's incredibly detailed FMV sequences should round 
out this package. The sun may be setting on the PlayStation... but Square is most certainly 

joing out with a bang not a whimper. 
die d i PARIEN 
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With the revolution that is PlayStation2 
comes the evolution of PSExtreme. 


PS2 n PS one е DVD а Home Entertainment 


AVAILABLE ON NEWSSTANDS NATIONWIDE — 13, SEPTEMBER, 2000 


-. “The most impressive racing engine 
` we've ever seen.” —dailyradar.com T 


“A killer racing experience.” -GamePro 


- “Fantastic graphies, fast speeds, slick 
cars. Any questions?”—ign.com 


It's not just racing. It's a driving simulation so 4 
advanced and so authentic it'll drive you mad. <. 
Comprehensive vehicle dynamics, based on 
collaboration with industry engineers. 
Authentically licensed cars: Lotus”, Aston 
| Martin", BMW”, Alfa-Romeo” and more. One of the 
| most advanced 3-0 driving engines ever devel- 
oped. Is your mind ready for this much reality? 
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MUPPET GAMING MADNESS! 


If you took a gander at this month's EXNews, you already know that Midway just 
gave 75 employees the ol’ heave-ho — hopefully, none of them were involved in these 
two Muppet games, because they both are little gems that have the possibility of 
hooking younger gamers, and their parents, this holiday season. | have had the chance to play both of them 
for a number of hours and found them both oozing the character, spirit and sense of humor that have 
made Jim Henson and Frank Oz’s creations so endearing (and enduring!) to such a wide audience. Let’s take 
а look at each of the two games:. 


published by: Midway 
; developed by: Magenta Software 
p percent complete: 75% 

М ‘release: September 2000 


This game won't win any awards for 
gameplay innovation — it is 
essentially a cross between Spyro 
the Dragon and GEX — but it offers Loa 
younger gamers A LOT to see and do and it is presented in a tight, colorful and professional package that 
| didn't take long to grab me and pull me in. in this third-person, go anywhere, 3D game, you are placed in the 
role of Kermit T. Frog's nephew, Robin. As Robin, you must-adventure through a series of levels that require all 
of the standard jumping, collecting, shooting and mini-puzzle solving skills required in any respectable 
| action/platform title. Robin also earns additional abilities, such as swimming, climbing and flying.as you progress 
through the game. These abilities can be used when а picture of the Muppet that possesses that ability appears 
in the upper-right hand corner of the screen. Hit the Triangle button and Robin will morph into that character 
(а Боз5 that you previously defeated, ог a reward for a special objective completed). 
The levels are all built around a castle/graveyard/scary Muppet movie theme and are very large. They are 
also very attractive with great voice and sound. Most of the bigger name Muppets are represented in the 
game and the entire package has a well thought-out, professional appearance to it. We should be able to 
have a full review for you in next month’s premiere of PSE2. 


DAVE 
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{ published by: Midway 
developed by: Traveller's Tales 
percent complete: 75% і 
release: September 2000 ) 


This Kart-style racing game features 
all of the Muppet characters that 
have appeared in their theatrical 
releases, each with his/her/its unique = 5 
vehicle. The tracks (24 іп all) are based оп each of the six Muppet movies: The Muppet Movie, Тһе Great Muppet 
Caper, The Muppets Take Manhattan, The Muppet Christmas Carol, Muppet Treasure island, and Muppets From 
Space. іп addition, there are secret tracks that can be unlocked in the game (secret vehicles, as well). Each 
movie is represented with four tracks — two race tracks, a battle track where all the entered Muppets take 
each other оп in a battle-royale, free for all, and a stunt track where your goal is to simply make it to the finish 
line in the fastest time possible. 


Like Muppet Monster Adventure, Muppet Race Mania features excellent graphics, voice and sound with a detailed, 
fast 3D engine that is competitive with the cream of the PS Kart crop, Crash Team Racing. The weapons, with things 
like waddling penguins and flying fish, are unique, to say the least, there are а number of shortcuts and secret 
areas, and scenes from the movies help to tie everything together, as well as give you a gentle reminder about how 
genuinely funny these movies are. At this stage of development, the game's control scheme 15 a little loose. We 
expect that it will be tightened up before release and will give you more details in a forthcoming review. 


in summary, i've got to say that i am pleasantly surprised by the quality of these two games. Who said the PS1 was 
nearing the end of its life-cycle? 
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Sure, movie-licensed games аге а dime a dozen and, yes, most of the time 
they just plain suck. But, after getting the chance to check out Eidos’ Chicken Run at their 
swanky San Francisco digs, | might be ready to retract my last statement. At the very 
least, based on the movie of the same name, Chicken Run — the video game is а hilarious 
parody and mini-version of Konami's Metal Gear Solid - okay, now my interest is piqued. 


її you haven't seen the movie (which і, unfortunately, am guilty of), i'm told the game's 
mission objectives and storyline follow it very closely. it seems our favorite video game characters 
(chickens, that is), are being held in a Hogan's Heroes-type concentration camp by Mr. and 
Mrs. Tweedy, where they eventually will be made into pies, of all things. As Ginger (а plucky 
English chick... plucky, chick, get it?... nevermind) and, later in the game, Rocky (the America 
rooster), you will be charged with gathering intelligence, collecting a variety of necessary items 
to build weapons and contraptions, and finding a way to escape and free the rest of your 
fellow chickens from the Tweedy’s evil clutches. 


The way you carry out your mission objectives is where Chicken Run shines. While there 
аге а variety of game mechanics and mini-games throughout its numerous levels, it seems like the meat 
and potatoes of the game revolves around Metal Gear Solid-like stealth elements. Like MGS, you have to 
sneak around, unseen, by sticking to the shadows, hugging walls, and stepping very lightly. Also like MGS, in 
the bottom-right corner of the screen, there's a map/radar that displays the enemies’ sight of vision. Both 
Ginger and Mac can crawl, jump, tip-toe (via the Dual Shock’s thumb-sticks) and peak around corners. if 
you're caught, you’re sent back to the coop, and any objectives accomplished must be tried again. і did see 

> some other types of gameplay from some of the game's later levels, such as shooting chickens tied to 
firecrackers over the sentry walls (via a first-person perspective), to a Track and Field-type level, where 
you have to button mash in order to keep your chicks ahead of chasing dogs. Before you set out on each 
mission, you'll be given a set of objectives that typically have you gathering everyday household items. These 
items, once collected, can be assembled into useful gadgets and contraptions that will ultimately aid in your 
escape. For example, early on you're asked to find a pair of rusty shears and a butter knife. Once accomplished, 
Mac (the handy chicken) will be able to build a pair of wire cutters that you can now use in the next 
mission — to cut open the chicken wire around the camp and get into a new area of the game, 


Chicken Run is due out this November, and we'll have more in-depth info 
on the game in the following months. in the meantime, check out the movie if 
/! you haven't had the opportunity yet. 


[published by: Eidos 
developed by: Blitz Games 
percent complete: b5% 
release: November 2000 
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| The only game with 10-time 
| Supercross Champ Jeremy McGrath 
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Jeremy MeGrath Supereross 2000 
Epitaph. (P) 1994 Epitaph, Used by реп 
All Rights Reserved. PlayStatio 


and Game Boy Color are trademarks of Nintendo of America Inc. € 


js 
=” 2 sun 


Race as or against McGrath, 


Button, Dowd and other 
superstar riders 


SWRACK SELECT 
4 шин P 


18 Supercross stadiums and 
licensed Motocross tracks 


Totally sick Freestyle-MX 
Competitions exclusively 
featuring Travis Pastrana 


is а registered trademark of No Fear, Inc, "Genocide" performed by The Offspring. From the album Smash. Courtesy 
and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd, © SEGA ENTERPRISES, LTD. 


‘Computer Entertainment Inc. Nintendo, Nintendo 64 and the "М" Logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. Game Boy 
censed by Nintendo. Screen shots shown were taken from the Nintendo 64 version of the video game. 


published by: Infogrames 
developed by: Darkllorks 
percent complete: БОХ 

release: November 


if you want to discover the true roots of Survival Horror, уси! { 
to go back а bit further than Capcom's Resident Evil. МОШЕ ИЕ Й 1 
Cacpom did introduce this genre to the console m sra NN re è $ 
back, PC gamers have been exploring decre! [ \ FA 
legions of undead and solving devious рш 1992. This was the. 
year the very first Alone in the Dark debuted and | remember being 
very impressed by its technology at the time. Like Resident Evil (and the 
many knockoffs that have been released since), the Alone in the 
Dark series originated the idea of controlling a three dimensional, 
polygon-based character against 20 backdrops. Just like RE, the game 
showcased multiple camera angles for many of the locales, giving E jJ 
a very cool, cinema-like presentation. in the end, there were d fo N 
of three Alone in the Dark games created (all were releasec 
interplay, with the last one coming out in "95) and the f 
to have all but disappeared. Thankfully, it hasn't died a pem ›. 
and а new development team by the name of Dark Shas beent" "i.a 
given the charge of reintroducing gamers to the dark and disturbing We. | 
world of Supernatural Private Eye, Edward Carnby. 4 

Like a set of Agatha Christie mystery novels, the Aloneiin the 
Dark series has had а rich universe and continuous storyline Starring 
the same main character. in the first Alone in the Dark, Carnby 
dared to venture into the bowels of a haunted mansion in order 3 
to solve the mysterious suicide of an eccentric artist, sequel, 

Carnby was called in by a friend to rescue a young рреа 
by an evil gang of bootleggers. Once again, he found himself =- f 
involuntarily thrust into a world of evil and the occult. The © 
third Alone in the Dark took place on an abandoned western 
film set, where cast members had mysteriously disappeared 
and accounts of vicious undead and other ghastly creatures 
had been widespread reported. 

The fourth installment, titled Alone in the Dark: The New 
Nightmare, brings the series into the present day time period 
(the previous games took place somewhere between the ‘40s 
апа '50s) and delivers a much more dark, evil and ominous 

game. While at his core, Edward Carnby still remains much 
the same character (detective of the bizarre and supernatural), 
he is quite different-looking than his predecessor. Whereas 
the original Carnby looked more like a stuffy englishman, 
complete with monocle and three piece suit (if memory 
serves me correct), the Carnby of today is one bad-ass, 
trench coat-wearing, shotgun-carrying motha. The story 


Ground the death of Carnby's lifelong friend and partner, 
Fiske, Fiske was found dead on Shadow island, а mysterious 
of lat ‘the coast of Maine. Seeking to avenge his partner's 
а wer the mystery behind it), he sets off for the 
Soon enough, finds himself thrust in a race to uncover 
three ancient tablets, which are said to have the ability to unlock 
an incredible and dangerous power. From the moment he first 
steps on Shadow island, he is immediately confronted by terrifying, 
evil creatures thatare determined to half his progress. As Carnby 
(or the second playable character, Eileen Cedrac), every step you 
take and every сорпег you turn proi 10 Бе met with suspense, 
intrigue and а sense of impending d ме to rely on your 
instincts and limited resources to ds е 
the island and uncover the truth. 1 
As а horror-inspired dction/advert 
doesn't stray too ѓар бот its roots, yet 
some new features ап tricks which have 
in quite this way. To start, the game plači 
darkness and light. Тои па that much 
environments are drenctied in murky shades 
of almost being pitch-bffick; Thankfully, bo 
have flashlights attached © their weapons, WI 
light on their shadowed ronments and 
end result is very cool and well-dorie, What's even cooler is 
isn't just a graphical gimmick. The ны must be used to! 


passages, uncover items camouflagi darkness, solve certain 


also to temporarily blind monsters and enemies who are sensitive to light, in. * 


order to pull off this technology (the PS isn't capable of real-time light shading), 
the developers at DarkWorks had fo lakingly re-render the 1200 different 
backgrounds in the game in many different shades and colors, which dre then 
exposed to create an image of light [the flashlight is pointed in d particular 
direction. 

As far as enemies go, you мош find any dim-witted zombies shuffling 
around hallways here. The evil E creatures in Alone in the Darkare 
very shifty and very, very cunning ct monsters #¢-leap out at you from 
the shadows, react to your attack patterns and Бе Sensitive to noise and 
light. As а whole, the game is rifle more focused onieneating а cldustrophobic 
and suspenseful experience, m on the use of light versus dark, disturbing 
sound effects and tense ions, rathergthan on delivering a соѓе еа 
one. The team cites HP o as one of their direct influences, dnd it 
shows. 
in the short time Ї а with the game, there were а few things that 
struck me. For one, the Stereotype of the Frénch knowing how to do art definitely 
Sticks. The attention Зиа in this game is truly dmazing. it's quite apparent 
that the artists ой br take their work very Seriously, as most of the 
pre-rendered uy апа hvitohments look like they came directly 
from a Disney he dark dnditwisted one). Apparently, the designers 
went to such painstaki tails that they ‘actually commissioned real artists 
to create real paintings and statues that were later digitized and placed into 
the environments. Also, a lot of work has gone into creating an immersive 
story, with both characters having separate plots and agendas which 
cross paths from time-to-time. Some of the other features in the game 
include detailed animations for both Edward and Eileen (each character has 
300 frames of animation, with 100 devoted to just to dying), a 
wide array of weaponry to wield — from the standard pistol 
and shotgun to the more bizarre plasma gun and photo pulsar, 
at least 20 different monsters to encounter (including huge 
bosses), hidden secrets and goodies to uncover, and 2600 
different camera angles. 

Currently, Alone in the Dark: The New Nightmare isn't 
scheduled to hit store shelves until November and there is 
still а lot to be done before the game is complete. We plan on 
coming back to the game in the next few issues and will have 
a much more detailed look af Eileen’s storyline, as well as some 
of the cool puzzles and other details found in the game. 


GREG 


EDWARD CARNBY 
Profession: Paranormal | 

Birth Date: February 29, 1968 
Parents: Unknown 


Placed in St. Andrew's orphanage by social 
services as а baby, о eed 


Carnby. 
in 1982 by Charles Fiske, a former member of the 
top-secret bureau 713. Fiske dnd Carnby are 


it his life goal to destroy them. He works only with 
what's апа possesses no para- 
| powers or abilities that would make 
him a supernatural being. His only special ability 
is to recognize evil Upon first sight and take 
appropriate action immediately. For some reason, 
he has been able to see the truth behind the 
evil since he was d child. Without being mystical, 
Carnby knows or feels that he has been chosen 
for some reason unbeknownst to himself. He jokes 
with jaded humor bordering on cynicism and to 
some, he appedrs cold, indifferent or even 
maniacal, But the few friends he has (including 
Charles Fiske) know he has great integrity and is 
incredibly loyal to his own goals and to his friends. 
Carnby's relationships with women are 
passionate, but the call of duty is stronger and 
his lady friends don’t put up with his 
disappearances followed by long periods 
Mak eh " 
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creating this exciting new game. 


Thierry Desseaux 

Sound Designer on Alone in the Dark: 

“One of our objectives was to produce a completely 
original sound environment. Each sound effect has 
been directly captured from nature and created 
specifically for the game. We therefore sought out 
places and ambiences resembling those of the settings 
in the game. it was pretty harrowing finding yourself 
in the dead of night, taking sound recordings in 
graveyards, megalithic burial sites or caves with our 
portable DATs and microphones. in the next stage, with 


THE New ig PT MARE =S: 


The developers speak. < 


The Developers of Alone in the Dark: The New Nightmare — in Their Own Words 

DarkWorks, the talent behind the newest Alone in the Dark, have had quite a challenge in ushering the series 
into the next generation. Comprised of a completely new team of developers, artists, designers and coders, 
these guys (and gals) have been charged with taking the concept, characters and history of the original Dark 
games and turning the fourth installment into something today’s jaded gamer will really dig. Not to mention, 
since Alone in the Dark’s inception (and the release of home consoles capable of producing 3D polys), there 
has been quite a bit of competition, as companies like Capcom seem to have cornered the market on this genre. 
Below are brief snippets from some of the design team members, highlighting their thoughts and insight in 


Jean-Sebastien, we spent six months mixing everything 
in the DarkWorks sound studio.” 

“As for the music, we decided to entrust the scoring 
of FMV sequences to a known composer with whom we 
had already worked. it was necessary to master the 
audio capabilities of the different machines (PSX, PC, 
DC). For our part, we therefore created all the in-game 
music, drawing our inspiration from films like The 
Matrix, Seven, Nikita and Fight Club, the aim being to 
offer an alternative to the more traditional type of 
game music.” 
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_ unique. With Nicolas, we spent six 


Nicolas Bouvier 

Lead Set Design Artist: 

"As а game player myself, 
Alone in the Dark 1 is d 
legendary reference for 
me. So, when | heard that 
we were going to be 
passed the baton for the 
fourth episode, i felt 
extremely honored. One 
of our specialties is the 
great attention we pay to 
the quality of the artwork. 
The artists have always 
been of paramount 
importance with us here 
at DarkWorks." 

As for myself, | was 
responsible for all the set 
designs. i established the 
overall atmosphere in the 
pre-production phase. 
Once the concept was decided on, | assembled а 
team of four. Given the ambitious nature of the 
project, there were not too many of us; we had to 
complete 120 backgrounds, which represents over 
500 drawings, it is quite simply a huge undertaking. 
My pride lies in the richness and diversity of the 
world we have succeeded in creating for AITD. 
Shadow island is an extremely lifelike location, which 
plays a role as important as the characters in the 
game.” 


Bertrand Carduner 

Lead Computer Artist Backgrounds: 
“Speaking personally, AITD is the weightiest 
production that i have had to manage. 12 3D artists, 
120 scenes and 1200 different shots have found 
there way into the game. it is exhausting and 
sometimes very stressful, perhaps 
too much so but, in the end, | 
believe that we are in the process 
of producing something truly 


months sorting out the ambience 
of the game. it was a matter of 
finding the style to adopt. i dida 
vast amount of research on the 
textures and rendering techniques 
to be used. i wanted something 
astonishingly realistic, something 
astonishingly believable. When my 
team exceeded six people, i had 
to make a difficult decision — | 
decided to stop producing images 
in order to concentrate on the 
team's quality of production." 

“i think that for many people on 
the team, AITD enabled them to 
create their finest images. The 
most amazing thing about it is that 
everyone has progressed and developed." 


Guillaume Morel 

FMV Director: 

"| am the director of FMV sequences for the game 
and, more specifically, for the opening and closing 
sequences. Alone in the Dark 1 remains the leading 
adventure title.to have immersed players in the 
atmosphere of а film. Five years later, with the 
technology and budgets having increased significantly, 
we dre really starting to come close to producing 
something on par with the movie theater experience. 


My objective for this project was for the cinematic 
sequences to develop the storyline and the 
personalities of the main characters, without being 
limited to simple action scenes. Too often, the sole 
purpose of a game's introduction is to get the player 
"hooked". For AITD, we wanted to immerse the player 
from the first few seconds in а rich and gripping 
story, similar to a cinematographic narration. 
Particular attention has been given to the screenplay 
and the editing of sequences, as well as to image 
quality. in the end, i would like players to remember 
ДІТО as they remember a good film.” 


David Rochedieu Associate 
Technical Director & Lead PSX Programmer: 
(ex. Delphine Software: Fade to Black and Motoracer) 
“i am the Darkworks Technical Director, responsible 
for the development of АТО from the start of 
production. Together, with all the members of the 
original team, | endeavored to produce grand 
concepts for the game with a more development- 
oriented vision. | originated the principle and 
technology of the flashgun; at the time there were 
six of us and | was the only software developer. 
Today we have over fifty people with a team of eight 
developers. 
“At the risk of shocking certain developers, my 
philosophy has always been that technology should 
be at the service of gameplay and content, and not 
the other way around. | am delighted that all the 
development team is with me on this point. When 
you see the talent of the artists working at DarkWorks, 
it is easy to understand why we have finally settled 
on the principle of fixed backgrounds and characters 
in polygonal 3D. My pride as lead programmer on 
МТО is undoubtedly seeing the technology of the 
flashgun, invented by Frederic Raynal, reinvent 
the genre. 
“But, in the end, as DarkWorks Technical Director, 
- what counts for me is that АТО 
be а unique experience for each 
player. This is why DarkWorks tries 
to ensure that the PlayStation, 
Dreamcast and PC platforms are 
exploited to the maximum.” 


Antoine Villette 
Co-founder of DarkWorks & Script Writer: 
“We have always worked as a team 
and have not strayed from this 
rule оп ДІТО. As a scriptwriter at 
DarkWorks, | have gathered, 
compiled, reprocessed and 
formulated the ideas expressed 
at our meetings. Thanks to this 
preparatory work, i was able to 
draft a L00-page novella in а few 
days, and this has served as the 
basis of the whole game design. 
-What i enjoyed most was creating 
the characters, giving them depth 
and а real personality. The hardest thing was making 
the scenario come to life, to make it evolve, not in 
its story lines, which have remained as strong as 
keystones, but in its details and settings.” 
“i have never rewritten so much as i did on АТО. 
The dialogues especially gave me trouble. You have 
only to look at the pile of documents stacked up on 
my desk to see what | mean. | always dreamed of 
making movies, i have written screenplays, | have 
taken courses in filmology and screen direction. 
Nowadays, i no longer dream of making movies since 
| am doing something even better!" 


activision 


BLADE 


Activision is attempting to take advantage of one of their recent licenses with the upcoming 
release of their 3D action/fighter, Blade. With Blade, Activision is basically doing a prequel to the movie of 
the same name. The game is your standard action/fighter with a vampire hunter as the main character. 
There аге 21 different environments to explore throughout, all with a gothic ambiance. While it might 
look like there's some adventuring thrown in the mix, the game will play more like а Fighting Force rather 
than а Tomb Raider. There are 34 different creature variants to battle in your quest to your ultimate show- 
down with the all powerful Night Beast, and a slew of weapons to utilize. in addition, players will have to 
manage Blade's penchant for blood, being that he himself still is a creature of the night. it's still a little 
early at this point, but the license does carry some weight. We can only hope Blade doesn’t go the way of 
most comic book-licensed games and, instead, takes a page from Spiderman or X-Men. 


Typically known for their arcade to 
home conversions, Midway's "Deuce" came 
as а surprise to us all. This lush and vibrant 
action/platformer (which admittedly takes 
its influence from Alice in Wonderland) stars 
a young and inexperienced playing card (the 
Two of Hearts) who must travel through many 
bizarre lands in а medieval world, in order 
to rescue the kidnapped members of his З б 
royal family. His journey begins as the low- < an 

est ranking member in the Heart suit. With experience, gamers will be able to advance into 
the rank of Knight. in the game, you'll be able to interact with various characters who will 
help or hinder your progress, attempt to solve a variety of puzzles, learn to wield a host of mag- 
ical power-ups and weaponry, and learn six schools of magic. This platformer sports а color- 
ful 3D engine, gameplay that appeals to both kids and old-schoolers alike, and delivers a 
novel story line with quirky and endearing characters. if you like your action/platformers, 
such as GEX, Crash, Rayman, etc., then Deuce will most likely be right up your alley. 


Konami is set to release a platformer that might just be waking up on the wrong side of the bed, 
“The Grinch”! in this latest movie-based title, gamers will be able to play as the Mean Green One him- 
self, in an action/adventure game set іп the world of “Whoville”. Don't worry, Мах the dog is here too. 
This 3D action/platformer is a mixture of puzzles, collection and exploration. Developed by the 
team responsible for Jersey Devil and Bugs Bunny: Lost in Time, the Grinch is based, in part, on the 
live-action film from Universal Pictures that is due out this Christmas. The title, in general, has а lot 
of appeal to anyone that grew up in the ‘60s and ‘70s who have grown up with the Grinch,and their 
children, who may be discovering the PlayStation for the first time. Based on what we've seen so far, 
The Grinch has a ton of potential. We should have more information for you next month, but expect 
an early Fall release, just in time for that all important holiday rush... But, you can bet that this 
game won't “Stink, Stank, Stunk”! 


Опе of the many titles Midway 
scooped up from the now defunct 
Psygnosis, in Cold Blood plays out like an exciting, interactive spy-thriller. According to 
Midway, the game promises to challenge gamers through nine missions as MIS Secret Agent 
John Cord. Unfolding like a suspenseful espionage movie, the game offers up intricate 
and detailed missions, a captivating and immersive plot, thrilling in-game action, over 60 
hours of gameplay, the latest in high-tech spy gadgetry (including advanced communica- 
tions computers, electro-magnetic pulse mines, hacking units and motion detectors) and 
streaming full motion video. Developed in the UK, the game plays like a Bond movie, com- 
plete with exotic locales, dangerous situations and, one or 4 
two fine-looking ladies. Set against pre-rendered, static 
backdrops, in Cold Blood borrows from a bit from Metal 
Gear Solid by allowing Cord to sneak around stealthfully 
without being seen, but manages to do it differently enough 
that it is its own game. Expect lots of dialogue and plenty 
of puzzle solving thrown in the mix. in Cold Blood is sched- 
uled to ship this September. 


empire interactive 
EA А P 


Empire interactive continues their Pro 
Pinball line with this latest edition — Fantastic 
journey. Known for their incredibly accurate 
| detail, high resolution graphics, and pin-point ball physics, the Pro Pinball series has been quite 
popular overseas. While not making nearly as big of a mark in the States, these pick up and play 
titles are always fun and a good run for their money. Oddly enough, Fantastic Journey presents d 
pinball table, themed around steam-powered vehicles and machinery. in the game, you'll shoot 
| your way around d steam powered adventure (at least that’s what the press release states). Your 
mission is to save the world by piloting a steam powered boat, balloon and drilling machine — 
| and here we thought it was to get the high score! Fantastic Journey will most likely show up 
| sometime before the end of summer. 


empire interactive 


HEEP 


Well, we've been talking about the mass market appeal of the PlayStation for quite some time 
now but, in case you had any doubts, Empire interactive's latest title should seal the discussion for- 
ever. "Sheep" is а pick up and play game where you take on the role of a shepherd dressed as Bo Реер, 
Adam Death, Shep or Motley. Your goal is to lead one of five extremely stupid breeds of sheep through 
sixteen levels of insanity to get to а UFO pick up point. The levels are as eclectic as the concept itself, 
ranging from outer space, to nightclubs, to ice cream factories. As ridiculous as this sounds, it is а 
refreshing break from the endless sequels that have appeared on the Playstation over the last 
couple of years. it’s extremely quirky and, believe it or not, most of the (single guys that can’t get a 
date) staff here are looking forward to the game. Sheep is set to ship in the fourth quarter — smack 
dab in the middle of the PlayStation2 launch. Hopefully, it won't get lost in the crowd. Stay tuned for 
more information, as we should have a complete review in the next couple of months. 


REVIEWED BY: GENRE: f Music/Dancing 
TYRONE RODRIGUEZ PUBLISHED BY: 
DEVELOPED BY: 


ORIGIN: 
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AVAILABLE: 


After 
some debate as 
to which publisher 
would grab the original 
Bust A Move (re-dubbed “Bust 
A Groove” to avoid confusion with 
Acclaim's Bubble Bobble series), Sony's 
disbanded maverick division, 989 Studios, 
grabbed Enix's dance-a-thon. While it seemed odd 
that 989 opted to release Groove domestically, it 
was still cool to see that someone took note of the game's 
unique gameplay and beautiful motion captured 
animations. Here's another example of а publisher that 
listened to gamers’ outcries yet wound up with egg on their face. 
No one bought Bust A Groove, no one cared, and no one even 
noticed. if we don't buy these games, companies aren't going to 
give them to us. Instead we'll get “Cliched Drivel Game Part 4". 
It's even more of a bummer that Groove sold about d dozen copies 
in the US since it had great tunes courtesy of a Japanese 
music label called Avex; adding insult to injury, the localized 
music was just as excellent. In the gaming world, this is a grave injustice. Admittedly, 
it wasn't entirely our fault, as 989 Studios didn't do anything to promote this 
Sleeper. 


The sequel, Bust A Groove 2, was released last year in the Land of the 

Rising Sun. After poor domestic sales for the original my guess was that no one 

would be fool-hearted enough to release it here... Well, there's good news, good 

news and bad news. Let's start with the good: Bust A Groove 2 is being released 

in the US — actually, that's great news now that І think about it. This time around 

Enix has pulled rank and opted to give BAG2 a proper US release. No doubt 989's 

poor numbers surely offended the company most famous for Dragon Quest (Dragon 

Warrior stateside). The second good news is that the game has 
а distinction that only a scant few sequels can claim — it’s much 
better than its predecessor in terms of gameplay and innovation. 
Okay, now for the bad news: the tunes aren't nearly as red hot as 

the ones heard in the original. 


For anyone that hasn't been around long enough to see Bust A 
Groove, or didn't catch it the first time around, here's a not so brief 
synopsis: You choose а character (КІНу-М, for instance, who dances 
to classic Jazz) and dance through the game, battling it out against 
various dancing disciplines. Like most every other rhythm/action 
game, you've gotta match the button and D-pad commands to 
the beat. The one difference here is that the only command that 
has to coincide with the fourth beat of every measure is the last 
command. So, basically there are two to six commands that have 
to be squeezed into а single measure. As this is being done 


the on-screen characters bust-it and, depending 
how well you do, can really perform some outrageous 
stunts. Points are awarded for complete commands 
and consecutive strings. And, since this is a competitive 
game, it’s no surprise that opponents can attack each 
other twice per round — if these attacks connect the 
victim will lose two precious measures. Of course, to 
be fair, players who are attacked can block or 
counterattack. So, now that we know the basics 

і can continue with the review. 


Once you've gotten the hang of it things 
can really heat up and become exciting. Every stage has a ton of triggered events 
that occur depending on how well the dancers perform. Other more dazzling 
events occur only when the three colored columns at the lower portion of the 
screen are perfectly horizontal. in comparison to the first, Groove 2's graphics 
have a polished look that the first one lacked. Levels are sprawling with activity 
and far more interesting. For example, Kelly’s red light district level has the chalk 
outline standing up to dance along with the two groovers. The last stage versus 
Robo-Z takes place at night near a Golden Gate-like bridge. The enormous robot 
dances in the bay while you bust it inside a nearby helicopter. 


Sweeter eye-candy isn’t the only improvement either. As i mentioned before the gameplay 
has received some definite enhancements. Anyone that played the first Groove will recall that 
commands were strictly directional commands on the D-pad, only the final command was 
an X or О. That convention is still available, but it has been set to Normal. if that’s too easy 
or difficult for ya’ two other options are available. in my opinion, the expert level Mix 
mode is the most enjoyable, with both buttons and directional commands appearing next 
to one another. 


Too bad the music couldn’t improve as drastically as gameplay did. The tunes aren’t nearly 
as well done (for the most part), but that 
has to do with the music label — Avex has 
been replaced — not a good move on Enix’s 
part. Surely, Avex’s fee was too much Yen 
for Enix to fork over. Overall, the music 
isn’t particularly bad (Kelly, Bi-O, Strike 
and Robo-Z have great music), but 1 
expected more. Oh well, at least there’s 
a ton of new characters that have joined 
the cast (sadly, Frida isn’t playable this time around). 


All in all, Bust A Groove 2 is worth a look. in terms of gameplay, 
even other music-heavy games don’t play like Groove 2 at all — its 
uniqueness is a plus. The replay value is high, especially when 
Dance View is unlocked, and it’s а fun, fun, fun two-player 
game. The PlayStation is nearing the end of its journey 
and, unlike the N64, this console is still seeing 
tons of 3rd party hits. | can’t wait to see 
this one appear on the PS2. 


Bust A Groove 2 is a hyper- 


cute, super-cool game that 
deserves notice. My words have 
probably gone in one ear and out the 
other, but its your loss. It’s too bad because 
the original Bust A Groove was right there 
from the start, alongside its paper-thing competitor, 
Parappa the Rapper. And, unlike Lammi, Bust A 
Groove 2 has improved where Umjammer couldn't. 


 — 
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Ever 
hear of the comic 


book called the X-Men? 
You may not have heard of 
it because it's not really that 
popular. it features this group of 
strange-suited folks with strange abilities 
running around trying to protect us humans and 
keep their mutant identities hidden from the world. 
I'm not sure how, but apparently someone decided that 
this no-name book might make a decent movie — and what's 
ап action movie without a good tie-in videogame? ДІЇ kidding 
aside, besides Spider-Man, the X-Men are probably THE most 
recognizable comic book mainstays in the Marvel industry and, once 
again, it seems they are destined to fight. 


The Marvel/X-Men license has been used by Capcom for some time 
now with their Vs. series which has enjoyed much popularity among 
hardcore Capcom fanatics (spazfests have wide appeal i suppose). 
Activision, however, has scooped up the deal for this stand-alone 

fighter dubbed X-Men: Mutant Academy, marking the first time 

this particular group of crime fighting super heroes and misfits have entered into the 

third dimension. The game’s original UK developer had some pretty ambitious plans. 

Going head-to-head with the likes of Tekken, Dead or Alive, etc., they wanted to create 

а solid 3D fighter that just happened to have a popular license behind it. Unfortunately, 

like many grand plans, the spirit was willing but the flesh was weak — these guys had 

по experience in the fighting realm whatsoever. Realizing the project was going nowhere 

particularly fast, Activision scrapped that version of the game and moved the project 

into the hands of the good folks at Paradox in sunny So. Cal. Paradox might be familiar 

to some of you. As the makers of the aborted Thrill Kill and its subsequent follow-up sister 

title, Wu Tang, it seems that these folks know а thing or two about fighting games. Would they 

be able to make a respectable fighter on a tight deadline? Using 
а heavily modified Wu Tang engine, the answer is most definitely yes. = 


Paradox set out to create a game that was uniquely their own while fi 
retaining many of the popular mainstays of current fighting titles. Therefore, | | 
| 


| 


special move motions will feel familiar to most fighter game fans. The 
cast and arena count is a bit small (ten), but each character’s fighting | 
style and themed arena are pretty unique: Cyclops, Wolverine, Toad, | 
Beast, Sabretooth, Storm, Phoenix, Magneto and Mystique round out the 

list with Gambit subbing for Rogue. 


With the new movie-related costumes waiting to be unlocked, you are 
initially presented with very accurate and detailed polygonal representations 
of Marvel’s band of mutants, comic-book uniforms and mannerisms. if 
Mutant Academy is anything, it’s flashy. Gorgeous lighting effects accompany 
many of the special attacks and supers and the background graphics 


p'ercpes ¢ 


and environments are crisp, colorful and very well- 
drawn. This is also helped along by the fact that the actors 
who voice the Saturday morning X-Men cartoon lent their 
talents to Paradox. What about music you say? Well, there 
is music here... but the phrase “standard fighting game 
fare” probably best describes it. Who listens to it in the 
heat of battle anyway? The 3D arenas are generally pretty 
sparse, ranging from little to moderate background 
«бьебоєто  сузєбеєсбо movement, yet they feature а high amount of 

о detail. Highlights include Magneto's Savage Land 

with the occasional shadow of Sauron flying by 

to Toad’s battle atop a damaged building with Sentinels flying around in the background. 


Mutant Academy contains the standard game modes: Academy, Vs., Training and 
Cerebro (Hidden Options) modes. Cerebro mode tracks unlockable items, including 
intro and exit movies, cartoon and movie pictures, and movie uniforms. The game 
also features а solid training mode. Situated in the X-Men’s “Danger Воот” (or you can 
choose to practice freestyle), Professor X will walk you through every move your character 
possesses, from basic punches, kicks and special moves, to describing how the super- 
move system works. it's also a nice touch that this mode has a voiceover and you can actually 
see Professor X in his wheelchair observing your training. in this mode, you'll be graded on each 
portion of the training from basic, throws, to supers. Graduation rewards you with а small ЕМУ snippet 
of your chosen mutant. X-Men also features d robust combo system that, once learned, allows for 
some pretty spectacular and damaging combos. Similar to the SF Alpha series, X-men uses "X-Treme" 
counters, fhree of which can be used per round to stop attacks. Overhead attacks, dashes and 
backsteps round out the solely 2D gameplay. 


The super meter system is something entirely unique to X-Men. There are three separate meters 
at the bottom of your screen. During gameplay, energy from one meter can actually be transferred 
to another. This is accomplished by holding down the button that corresponds to the meter you wish 
to move energy from, holding the controller in 

the direction of the meter you wish to move 
energy to, and then tapping the button again. 
Seemingly very awkward at first it does 
become easier with use, though it still can 
interrupt your fighting flow. The 3rd super 
meter for each character, once full, must 
actually be charged up by button tapping 
before it can be used. if you don’t fully charge 
the meter before you stop tapping it, it will slowly 
lose power. Once the meter is fully charged, hitting your enemy 
with that particular super will do a devastatingly large amount of damage. 
Additionally, it seems like the beginnings of an air combo system are 
in place, but sadly underutilized. Each character has the ability to 
knock their opponent high up into the air, but there doesn’t 
seem to be a way to follow up with little more than a 
few hits or a projectile attack. Artificial intelligence 
is solid, progressing from easy to knockdown 


drag-out in a smooth fashion. > In the end, Х-Меп% 
shortcomings сап be 
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replay value for the single player... but it's not 
alone in that category. The game does borrow 
a bit from past fighting games but, generally, it’s 
all the good stuff. There are enough unique touches to 
give it a flavor of its own. If you've got a pal and got the 
time, give it a go. Mutant savior or conqueror, which one о 
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FA, attributed to a short incubation 
esee > period (six to eight months). Still, 
pm 3l — it's a solid product given that same short 
жо я кыы == timeframe. Perhaps it doesn’t offer enough 
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All 
these RPGs are 
putting a strain on my 
free time. Because of the 
countless hours i've slaved away 
at fighting dragons, rescuing princesses, 
leveling up, and finding my true purpose in New Game 
life, Руе missed out on a lot of the little things ate 
(nights out at the movies, seeing my daughter take her 
first steps, bathroom breaks, food and water, etc.). Aw, who 
am | kidding? As an RPG nut, i'm simply ecstatic over the number 
of great titles flowing our way this year. And, i'll tell you right 

now, you might as well add another to your purchase list... Enix’s 
a Valkyrie Profile. 


acm oe lione: m. Р 
QT > ] ere's the breakdown: The “Twilight Of the Gods” approaches. With 
2 the coming of Ragnarok, Lord Odin summons the goddess Valkyrie. Не 
charges her with the task of recruiting brave souls to fight in the coming 
battle. You, as the Valkyrie, will journey to Earth to recruit the souls 
of the dead. instead of walking from town to town, you'll use your 
ability to sense souls in anguish and, on the winds, fly to their 
locations. There you'll recruit and train them in a variety of skills they will need to be strong 
fighters for Odin. Time is divided into periods — each time you visit a locale, you use a set 
amount of periods. Each "Chapter" of story contains a set number of periods. You must 
recruit and train characters with the requested abilities before the end of the chapter. 
You'll receive battle status reports from the goddess Freya between each chapter, as 
well as information on any souls you've sent to fight. Recruit poor characters and the 
battle is lost. Fail to recruit any and you may find yourself facing the ultimate punishment... 
utter destruction. Oh, did i forget to mention the excellent voice-acting? 


Different? Definitely, and that's just the start. Valkyrie Profile features 2D gameplay 
with beautifully drawn sprite characters. Much of the gameplay is similar to what would be 
found in most side-scrolling platform games. The actual backgrounds 
are varied, with gorgeously drawn and rendered 3D images. While you can Lm 


only move left or right, when you come to a door or entrance, a message : Jh 
box will appear that allows you to move "in" and "out" of the TV screen to Puriff (ofpfétion 
enter the next area. Along the way you'll also have to solve logic puzzles, К if 

as well as perform a variety of platform jumps. Valkyrie can jump, “slash” f T : 

at enemies to initiate battles, cast an ice blast to freeze and avoid enemies, Pm 
or stick to walls to function as temporary platforms. This last ability comes L as. 


in handy quite often, as you can use it to reach treasure chests and other 
hidden items otherwise out of your reach. in addition, continuing to aim 
the ice blast at one location will charge it up, with the final shot causing 
an explosion that can push you across large, low-ceiling gaps that you may 
not be able to jump. 


Your party can contain up to four characters (you'll encounter 


over 20 souls during the game), although only Valkyrie 
and the enemies are on-screen during the side-scrolling 
portions of the game. Once а battle is joined, beautiful 
| lighting and voice effects announce the arrival of your 
| ~ л additional characters and the beginning of the battle. Valkyrie 
D і 4 Profile uses a turn-based battle engine, but in the most 
D Сэ unique way. Each of the four buttons on your control 
е , pad corresponds to d specific character. Pressing 
that button causes the character to attack. 
Depending on their weapon or magic ability, the 
attack will take a specific amount of time to 
carry out and hit the opponent. The idea here is to cause your attacks to "combo" 
together like а fighting game, connecting with the opponent in an unending series of 
damaging hits. if you don't successfully connect your attacks, opponents will often block 
and, sometimes, counterattack. But that's merely the beginning. When an attack successfully 
hits, it starts а counter. if you can time your attacks so that the counter reaches 100, 
you'll be able to quickly choose a character to unleash an additional special attack. 
Believe me, as beautiful to watch as the combo'ed attacks are, the lighting and voice 
accompaniments for the special attacks are truly magnificent to behold. But wait, there's 
still more! if you have additional time left on your meter you can choose another character's 
special attack, and this can go on until the meter is empty. With practice, you'll soon be stringing 
incredible attacks together, Combine this with the fact that each character can use three different 
types of attacks based on their equipped weapon, magic users have d wide range of spells they can 
use as their attack spells, and an assortment of additional healing and attack magic items, and you've 
got quite the battle system. 


Monetary value and Experience dre also handled differently in Valkyrie Profile. Simply put, there 
is no money to be found. items can be created or current items transformed by applying Materialize 
Points (MP), which are gained as you travel along your journey. Also, randomly during battles, your 
opponents will drop extrd armor and special 
wedpons. Many of these items have d 
gw. percentage chance of breaking however, and 
special emphasis must be placed on when you 
choose to use them. While Experience Points 
are gained in battle, solving puzzles during 
: the game will also grant you Event Experience 
Points. These points are placed in d pool and 
you can parcel them out to characters ds you 
px i — like, where they will be converted to regular 
Experience Points. in what is an Enix staple, you'll gain Ability Points that 
can be used to gain a variety of skills, including healing and additional 
strength. Abilities are key ingredients because the gods will request 
characters with specific strengths and talents. 


я 


рен 


As you can see, there's so much to like here — the beautiful 
graphics, the excellent voice-acting, the unique battle 
engine. Valkyrie Profile must be played differently 
than many RPGs, as you'll need to manage 
time spent leveling up by repeatedly 
entering some locales while fulfilling р uniqueness may present а 
events before the chapter Ш problem for some RPG fans. Its 

d gameplay style is very different from 
ends. most RPGs and, as a result, requires a 
different mindset. The pre-set amount of time 
to complete each chapter means level up time is 


at a premium. For those able to adapt, Valkyrie offers 
a lush story full of wonderful sights... and sounds, 


< 
сомеайгіві ПГУ 


ibration Functi 
Compatible. 


REVIEWED BY: : f Arcade Action 
MARK ANDROVICH — PUBLISHED BY: 
DEVELOPED BY: | Lost Toys 


ORIGIN: 
# OF CD'S: 
AVAILABLE: 


i must have been the only reviewer who reasonably enjoyed 
Take 2’s first $9.99 games. They were flawed, to be sure, but no 
more than many full-priced titles | could name. Maybe | was a little 
generous with the scores, but in my opinion, the bargain price helped overcome 
some of the gameplay issues. Now, however, I’m worried that no one will believe me 
when | say that I’ve found a bargdin-priced game that comes highly recommended. i even 
called Greg several times to confirm the retail price. But enough about that-let’s get the 
ball rolling on the review. 


Ball Breaker's futuristic storyline, involving robotic gladiators battling each other in order to win 
their freedom, is nothing new. The graphics are not awe-inspiring, but they are more than adequate for an arcade- 
style type of game. There are some nice lighting and environmental special effects without any clipping or draw- 
in (since the game's arenas are viewed from a third-person top down perspective). The techno music is appropriate, 

and the rendered intro and cut-scenes are better than average. Nothing about the game looks cut-rate at all. 


What exactly elevates this seemingly average game into something more? it’s that golden nugget which all 
game developers seek, but many never find: addictive gameplay. i'm not sure whether it is the easy-to-learn 
controls, the fast-paced arcade-style gameplay, or the wide variety of options, but Ball Breakers definitely kept 
my interest. Remember the old days when you could buy а game you never heard of, plop it in, and immediately start 
playing without ever reading the instructions? The days when you didn’t need any strategy guides, and when only 
a handful of variations kept you coming back to the game again and again because the gameplay was simple 

yet fun? Ball Breakers is that kind of game. It ought to come packaged with each $99 PlayStation. 


Ball Breakers successfully combines elements from Hasbro's Glover, the classic coin-op 

Marble Madness, roller hockey, the “future sport" game Pitball, and Rock ‘Em Sock ‘Em Robots. So 

what is it? is it an arcade game, a racing game, a sports game, or a fighting game? Well, it’s sort 

of all of the above! Each of the 10 different prisons contains multiple arenas, with а different goal 

presented in each. In order to unlock further levels, you'll need to collect tokens by beating 

these challenges. One arena requires you to run а gauntlet of enemies and obstacles. Another 

агепа requires you to remain “King of the Hill” for а set amount of time, and still other arenas 

involve racing laps around a track or collecting items before the timer runs out. The amazing thing 

about each of these different challenges is that all of them work well and could practically stand 

on their own. My favorite variation is Powerball- a sporting contest in which you throw or slam a magnetic 

ball to а metal pole. The higher you stick the ball to the pole, the more points you can score. I've never 

been d fan of futuristic sporting games, but this 
one had just the right blend of strength and finesse. 
The fact that you can play it against а second human 
player, as with all the other racing and gauntlet 

challenges, is just icing on the cake, 


The controls are easy to learn. You can jump, punch, 
block, and throw. The rolling movement is controlled 
by the analog stick, and there is a brake button which 
helps you stop on а dime. The designers were really on 
the ball ds far ds capturing the physics. The characters 
feel like they have weight, and it takes time to build up 


speed. in order to gain enough momentum to carry you up а ramp, 
you have to work your way up the curved sides of the arenas and half- 
pipe structures in Tony Hawk fashion. At the same time, there are 
opponents trying to impede your progress, so you must also learn 
to attack and defend yourself. Not only can you obtain 
weapons to use in combat, but you can perform special 
fighting moves. The characters also have different 
Ball Breakers is what a value- characteristics such as strength, speed, 
жечу epee ale eis and stamina, | wouldn't have been 
rejected/unfinished project, but a genuinely surprised to see this game in 
enjoyable game that might otherwise get an arcade. 


overlooked on the shelf next to the latest 
ballyhooed blockbuster. Good fun! 


Analog Control 
Compatible 


Over the years, there have been plenty of movie-based games for the 
PlayStation, some of which totally rocked, while others were just plain disappointing. 


Unfortunately, Disney's Dinosaur falls into the second category. its dull graphics, repetitive 
gameplay and uninspired presentation simply don't do justice to the movie. In fact, the game unintentionally 
gives new medning to the term “survival of the fittest,” because most players will be sorely tested to endure 
this borefest. 


Compared to some of the better Disney-licensed titles, such as Tarzan, А Bug's Life and Toy Story, Dinosaur is surprisingly 
rudimentary — even for its young audience. The game seems like it was rushed just so it could be released while the movie is still fresh 
in people's minds. The fact that the press release refers to the game's “gorgeous, real-time 3D graphics” and “12 exciting levels” can't 
disguise its mediocrity — and even the cinematic movie clips do little to redeem it. 


it’s truly a shame, too, because the idea for the game is pretty cool. Players control three different characters, each with unique abilities that 
must be used in tandem to complete the game. First, there's Flia, the purple Pteranodon. She can soar over the landscape, scouting ahead and 
attacking enemies. Then fhere's Zini, the leaping Lemur (picture а prehistoric chimpanzee). Zini can do jump-kicks, throw stones at foes, climb 
trees to get fruit and even run around on his hind feet — a truly amusing sight. Finally, there's Aladar, the young Iguanodon. His mighty tail swing 
can smite enemies, pulverize boulders for Zini to throw, or snap saplings for Flia to use against opponents. Aladar also can give Zini rides across 
water to access areas where he can’t go on his own. 


The player chooses which character to control by pressing the shoulder buttons, and you can move them around together by pressing triangle, 
The overall idea is a clever one, but there are several flaws in the execution. For one thing, the controls are often cumbersome, especially 
when you're trying to attack with different characters in the heat of battle. Plus, you always have to know where each of your creatures 
is whenever they are separated. Otherwise, you'll be controlling one character while another gets attacked and killed far away. 


The missions are another serious shortcoming, since they are sadly lacking in imagination and excitement. In the early levels, 
you basically just go around killing other dinosaurs, helping wounded friends and endlessly searching for healing fruit. This gets 
very repetitive and will quickly drive most players bananas! The problem is, you need a LOT of fruit to keep your team healthy. 
The more enemies you beat and the more quests you complete, the stronger your characters get — and that means you'll 
need even more fruit to keep them fit. There are also pink life crystals to revive your dead dinos, and you can gather power 
crystals for special attacks whenever lightning strikes. But there's simply not enough differentiation between the levels and 
objectives to keep things interesting, even in the later stages. 


The story is advanced by some impressive scenes from the movie, which are interlaced between the levels. However, these 
only highlight how lackluster the graphics are. The game uses а 3/4 overhead perspective with lots of dreary Earth tones, and the 
dinosaur models pale in comparison to the ones in Dino Crisis and Warpath: Jurassic Park. Plus, there are tons of weird collision-detection 
issues, Your characters get stuck against both visible and invisible 

objects, and you can't always get them loose. Once, Zini was riding 
Aladar across а stream and suddenly got stuck, hovering strangely 
above the water while Aladar continued on. Absolutely nothing could 
get Zini down, forcing а reload. 


Although many of the characters’ voices are done by the actual 
movie actors, their comments get as repetitive ds the sound effects, 
and the musical score does little to evoke the movie's epic grandeur. 
it sounds more like а cheap carnival in the Cretaceous period! 


Tha ficachios ur їз noe об ihe lv gest | 
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Speaking of the Cretaceous period, there's а nifty Encyclopedia 


graphic depictions and information on a number of dinosaurs in the game, This thoughtful 
option offers an educational element for younger gamers, but it could have been even 
deeper, 


Despite а few innovations, Dinosaur is definitely disappointing. When 
all is said and done, the fighting just isn’t much fun, the land is too 
boring to enjoy exploring, and the objectives are simply snooze- 
inducing. If you're desperately hungering for more 
| — dinosaur action, go see the movie instead — or 
! - digin and wart for Dino Crisis 2. 


feature at the main menu that explains such terminology, while offering - 


SCORE: 


upon, the game is seriously lacking in the 


looks department, the gameplay gets boring, 
and the entire package seems extremely rushed. 
The license will probably sell more copies than the 


game deserves. 
ME і 
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Let me start by re-printing part of my May 1999 review 
of Rampage 2: Universal Tour. | wrote: "ІМЛІ Midway continue to 
release Rampage sequels with only minor changes to the graphics? 
| сап see it now — ‘Rampage 3: Terrors in Time’, in which your monsters 
destroy Ancient Rome, Egyptian pyramids, European castles, colonial settlements, 
and gold mining towns... | hope that i am wrong, but it doesn’t seem that they can do 
much more with the original concept.” 


In truth, this was not meant to be a suggestion for а sequel. | was actually lamenting the fact 
that the underlying concept had grown stale. Unless they made drastic changes (such as 3D), any further 
Rampages were doomed to be the same tired game — just with different things to smash. imagine my initial 
disappointment, then, when | booted up Rampage Through Time and saw levels set in Ancient Greece, Egypt, 
Medieval Europe, Colonial America, and the Old West (among others). Did they not read the rest of my review? 


Apparently they did, because everything else | complained about has been changed for the better. | 
thought it was odd to have the same set of humans in every city. Now the humans match the time period 
so that there are gunfighters in Dodge, robotic policemen in the future Japan, and archers in Camelot. | 
complained that it was hard to differentiate between objects you could safely consume and those which harmed 
you. Now the health power-ups (fruit and vegetables) are clearly identifiable. i complained that the three 
new characters weren't as interesting as the originals. Now the game allows you to choose from all six 
prior monsters, plus two new creations. Finally, although i didn’t have much room to discuss it, i complained 
about the difficulty level. As a single monster pitted against tanks, planes, and humans who were 
all shooting at you, it was nearly impossible to defend yourself for very long. Now the CPU controls 
two additional monsters who battle at your side, allowing you to progress further into the 
game even as а solo player. The game feels much more polished as a result of all these changes. 
Had this been the first PlayStation Rampage, instead of the third, it would have therefore rated 
much higher. Unfortunately, the underlying “smash and eat” concept is still the same as it 

was back in 1986 and every version since. 


So what, then, prompts me to give Rampage Through Time a better score than last year's 

Universal Tour? Bonus Rounds! Seventeen mini-games appear at the end of every time period 

in the normal Adventure Mode, and they can also be played immediately in the Challenge Mode. 

These multiplayer Bonus Rounds conjure up memories of classic videogames, since many of them 

аге take-offs of Asteroids, Warlords, Pengo, Breakout, Serpentine, Jet Fighter, Тага, Carnival, and 

others. if you've never heard of any of these 
games, let’s just say that they are all simple yet 
fun (and we used to spend our entire allowance 
just to get a crude home version of a single one of 
them). The good news is that these Bonus Rounds add 
much-needed variety. The bad news is that these 
Bonus Rounds have nothing to do with the Rampage 
concept and aren't а logical extension of it. If players 
truly want а mini-game smorgasbord, shouldn't they 
buy a videogame in which multiplayer challenges are 
the focus instead of added material? Maybe Midway 

should drop the city smashing portion altogether, calling the next 

game "Rampage Party." (This time і want credit for the idea!). 


SCORE: 


Thanks to the Bonus Rounds and the minor changes | mentioned 
earlier, this is the best Rampage yet. At the same time, the 
time-travel idea is merely a new coat of paint оп а tired 
game. If you've played the original coin-op (found in 
As fun as the mini-games Midway's Arcade Party Pack) or either of the 
rer Rampage Through те o two prior PlayStation versions, you know 

loesn't offer enough incentive for 
owners of the prior Rampages to what to expect. 

upgrade. If you ar to the Rampage 
universe, however, orth a look. While 
the underlying game is pretty basic arcade-style 
stuff — you eat things, you destroy things — the 
imaginative Bonus Rounds will keep you playing. 


‘Analog Control 
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Any system which survives its first year or two on the market 
(i.e. пої the Jaguar or Saturn) will eventually find a casino gambling title 
in its library. The temptation for developers is just too great, since there are 
no licensing fees to pay, the programming is simple, and the game already has a built- 
in audience. 


БК) Money: $10,502 
1h 12 13 14 15 16 17 181920 


The PlayStation has seen its share of gambling games, including Caesar's Palace, Golden Nugget, 111113 1111430 
and the Family Game Pack. All of these prior titles have suffered {гот one or more of the following flaws: an Lu. B E 
not offering enough games, failing to create the proper atmosphere, or being priced too high for the content. 5315183 IM 55 56 87 96 50 60 
CP2K wisely avoids all of these problems. М i б “a Н 2 a 9 н 


Let's talk about game variety. The original СР omitted Poker and had just five types of games — blackjack, craps, roulette, 
baccarat, and slots (in three varieties). Golden Nugget offered more games, including keno, poker, and video poker, but could 
only be played solo. Family Game Pack offered just blackjack, poker, and slots, since its main draw were other non-gdmbling 
card/board games. CP2K tops them all by offering twelve different contests (including Pai Gow, Spanish 21, and Red 
Dog) and 15 variations of slots, video poker, keno, and poker challenge machines. Best of all, up to four people can play 
the table games simultaneously. 


№5 № iJ E 


pekos CASHIER x 
As far as atmosphere is concerned, CP2K still doesn’t quite get it right, but it is a step up from the 1997 version. The ч 
PlayStation is certainly capable of allowing players to walk through а 3D representation of а casino populated with other GAMES: | 
gamblers, but no one has done it yet. CP2K does make a few improvements, however. First, the awful voice-overs of the BI 
dealers and croupiers have been replaced with people who don’t have annoying voices. Second, unlike the static 
2D backgrounds of the original, CP2K uses polygons and is therefore able to zoom the camera in and out from 
the tables and machines. it doesn’t sound like much, i know, but it does make a big difference. FMV tutorials 
and “storylines” have wisely been dropped in favor of a simple pop-up tutor that tells you when you've made ч 
а stupid move. Finally, you аге able fo increase in rank as a player, allowing you to play tables with higher CESSAR 
limits. it would have been better, however, to create an incentive by making certain games “off limits” until PALA 
you reached а higher rank. E 0 00 


Lastly, there is the price. Let me first note that the underlying problem with all gambling video 
games is that they remove the reason most people play blackjack, poker, et al., in the first place: the money! 
Let's face it — if the clubs stopped paying out money, the free cocktails and lounge singers would only keep 
customers interested for so long. Casino video games have an extremely limited audience. The people who are 
most likely to appreciate games of chance are old enough to experience а real casino instead, while those who 
are too young to gamble are probably more interested in Crash Bandicoot than Craps Baccarat. Yet, until now, most 
gambling video games have been priced at $39.99, which 
is too expensive considering the basic content and the 
titles they are competing with on the shelves. 


СР2К, on the other hand, retails for $9.99 (although 

i saw one store selling it for $14.99). in either case, this 

is the perfect price point for such a game; all bowling, 

fishing, and billiards game publishers ought to price their 

products similarly. While CP2K is packaged in a double- 

sized case, it comes on а single disk. The extra space is 

for the 64-page manual containing the "Caesars Palace 

Guide to Gaming Handbook" that explains the rules and 
terms of all the games. Heck, this guide alone is practically worth $9.99! 


if there is to be a casino gambling game for the PS2, | hope that they 
utilize the power of the machine to create a living, breathing (smoking?) 
casino. And | also hope that the publisher gets smart and offers 
more incentives for gambling other than non-existent money. 
While you can't "upgrade" the skills of your characters, 


perhaps you can win "prizes" such as different CP2K is the perfect gift for 

background music, mini-games, menu that housebound grandparent, 

ТАГ. о еа о 4 that parent who doesn’t want to 
paper, 5 To locke: risk real money, or that 21-year-old 


backroom games. Until then, Б Кам Mp thinks he is destined to break 
the bank on his first It has the largest 
CP2K is your best bet. - variety of casino games yet, a decent amount 
of atmosphere, and is priced just right. 
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if you remember my review of last 
year’s NFL GameDay 2000, you'll recall that i 
was of the mind that everything that could be done 
with the game’s polygonal engine had been done. The 
battle between GameDay and Madden had come down 
to a feature set more than a technological or gameplay battle. 
If you liked 1999, then you would like 2000. Well, it's pretty much 
the same situation in 2001, with added features and new rosters being 
the main ingredients. if you are a GameDay fan, you will remain a GameDay 
fan — same thing goes for the Madden folks (unfortunately, 

the game was not available for review, and a head-to- 
head comparison, as of our press date). We all know that 
the developers have switched over to PS2 and that’s where 
the sexy, high-tech battle will take place this year. But, for 
now, we are content to continue to play-out our gridiron 
fantasies on the good, ol’ PS1. With that being said, let's 
take a look at NFL GameDay 2001. 


Graphically, the game’s polygonal 

engine has not changed significantly 

— its basic look is very similar to 

last year, although there are a 

number of new player 

animations that you will find in 

the game — most good, but they 

do slow down the speed of play 

and, from time to time, give you 

the feeling that you have less 

control than in the series’ 

(gameplay) salad years of 1998 

and 1999. New features include: 

upgraded General Manager and Training 

Camp modes, a better play editor, 
statistical tracking in over 150 categories, 
а create-a-player feature that impacts the salary and, 
in the new gameplay features category, the ability to play 
as either а receiver or back on offense. From my point 
of view, this is the most exciting new feature to be found 
in 2001 — and it couldn't be easier to use. You simply hit 
the Select button at the line of scrimmage and toggle 
between the available skill players. Snap the ball, then you 
are in control of that player — simply hit his icon to request 
the ball from the quarterback! This gameplay addition 
really makes a difference when you are going for those 
third-and-longs where you want to be in total control 
of the situation. 


Speaking of "Total Control", the game's control 
scheme in this mode has been simplified this 
year, in an attempt to simulate the “cruise control" 
nature of the Madden series in its easier difficulty 
levels. The game still offers the same challenge 
that it always has, but it will take some getting 
used to for experienced players. Phil Simms and 
Dick Enberg are back in the booth and do a pretty 
good job — but some of the sound bugs that have 
been a problem in the last two iterations of the 
game are still present and they will do things like 


— call the wrong QB’s name at times, 

mma w ros * etc. in fact, it seems that there 
: are no solutions for some of the 

minor bugs that have plagued the 
game's code since the beginning 
— the most annoying one (for me, 
anyway) being the invisible wall 
that continues to smack your ball 
carrier away from the goal line. in addition, 
in GameDay Сат(ега) mode, you still can't pull 
back the camera far enough at the line of 
scrimmage to see your wide-outs. Hopefully, 
the PS2 code will address some of these issues. 


if you are a bargain hunter that purchased 

your PS1 for $99 in the past year (if you 
were lucky enough to find опе!), you will 
find NFL GameDay 2001 to be a 
gameplay challenge on all difficulty 
levels. More experienced players will want 
to enter at the All-Pro level and work their 
way up to Hall of Fame, as most have done 
in previous years. Newbies will be more than 
challenged on Rookie level, in 

Simulation mode (Arcade 
mode allows you to have more 
control of the players). Once 
in the game, you will find the Ai and 
tight control that raised the bar for 
football games in previous years, 
although some of the new animations 
seem to have made player response 
to commands a little more sluggish 
than in the past. 


The good folks at Red Zone 
interactive have again improved the 
overall look and professionalism of 

the package, with player photo's, 
glue screens, ambient sound, etc. 
that really таке the entire package 
seem more polished. The stadiums 
and players have no readily 
rr discernible differences in this year's 
the game from last, but remain ata 
high quality level and the game 
continues to move along at a brisk 
rate of speed. As always, GameDay 
2001 is loaded with sliders and “tweakers” 
that will allow you to customize the game’s 
speed and gameplay to your heart’s content 
and, with the inclusion of multiple season 
gameplay and the ability to tie the game in 
to NCAA GameBreaker 2001, through its 
draft/memory card features, fans will 
have more than a year’s worth of 
gameplay in NFL GameDay 
2001. 
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This is it folks... The last year 
of GameDay on PS1. It's hard 
to believe that this is the SIXTH 
version of the gai il 
2001 continues the tra 
excellence that is the hallmark of the franchise, 


Б 
пли) авт. в п its more innovative years are behind it. Fans will 
ill "NES be happy with this season's game, but won't be 
mem a n treated to much that is new to the game's look, or in 
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= — We have finally reached the end of the PSX 
$ football lifespan, and, according to the letters and 


e-mails, the end couldn't have come soon enough for 
some of you out there! Well, we would have to agree. Even 
though | proclaimed NCAA GameBreaker 2000 the best college 
football game ever, i'm also ready for a change. it's not that the 
latest incarnation doesn’t have some new features, it’s just that the series, 
as a whole, has remained relatively unchanged over the past few years. Granted, 
some would argue that since the game already has the best gameplay and graphics, 
that only the little things need could be twedked. True enough, but after FIVE years, i'd even 
get tired of looking at the same Porsche (that’s why body styles change every 3-5 years). 


Anyway, if you're familiar with this college franchise from 989 Sports, then you may be 
interested in knowing some of the new points of interest for “2001”. Although 989 Sports 
provided us with d complete listing of all the new key features and improvements, i'll list 
them to you in the order that i noticed them (from actually playing the game!). First, the new 
commentary provided by Keith Jackson is terrific. He's got a bunch of wonderful new phrases 
that really help to keep you informed and entertained. Here's one of my favorites; "if somebody 
isn’t going to cover someone who is open, then somebody is going to score". How can'you 
top stuff like that? How about this one; "Blocking like that will bring a smile to the wide 
face of an offensive line coach.” Next up, | found the easier-to-use Total Control 
Passing has helped my QB rack up some impressive stats. The new system doesn’t 
require you to use the L2 button in conjunction with the player icons. instead, 
1 simply push the analog stick left or right to lead the receiver, or up or down 
БА to overthrow/underthrow, respectively. You can still lob Бу quickly hitting the 
appropriate icon, or fire a pass in by holding down the chosen receiver icon. 
Now, if the guy you want to throw it to is tight;y covered, you can still throw it 
to a point where only can try make an attempt for it (with a dive). it took a little 
| . while to get the hang of it but, once | did, i was having pretty decent success 
.. making something out of nothing! The next thing i noticed 
was the fact that your career mode now offers up the 
chance of being fired if you have a poor season! Nothing 
like getting axed after a 5-7 season! it wasn’t my fault my star HB 
was lost for the season after breaking his leg in the second game! 


Those items aside, | really didn’t notice the “new” player models |Ё 
а and animations, and the “30 authentic fight songs” may as well 
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be about 4, ‘cause that’s all | could recognize (then 
again, don’t they all sound the same?). 


No matter what you notice in terms of new & improved 
features, it still boils down to gameplay, and this is where NCAA 
GameBreaker continues to shine. The running game is unprecedented, 
Passing is as accurate as you are, and keeping up with the 
CPU on defense is always a battle (thanks to the multiple 
game speeds and CPU iQ levels). Much like a pair of 
comfortable shoes, GameBreaker just feels good 
when you put it on. However, much like said 
shoes, it’s always nice getting a new 
Я Despite the fect that ino а pair, and here’s hoping for some 

"as ore moet sports gamas чау great things with Game- 


from the prior version, 989 Sports = Breaker on the PS2! 
NCAA GameBreaker 2001 is still the best 
playing game of college football to be found. 
Heck, I like it even more than the pro version! 
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A few years back, there was а not-so-popular song 
(amongst the Top 40 crowd, anyway) where the lead singer 
chanted “This party Sucks... it really sucks”. And, he went on to lament 
the lackluster gathering of individuals for the entire length of the song. I'm 
here to say that the dude could have easily substituted the word “party” for the 
word “game”, and he would have been singing about Konami's latest soccer title, “ESPN 
MLS Game Night”. Man, this game sucks (it really sucks). 


Just so i can get on to why the game reeks to the high heavens, I'll briefly mention some of the 
standard features of the game (yada yada yada). There are five different gameplay modes — Match, 
MLS Season, Cup, Custom League, and Training. These are all pretty much self-explanatory, although, in the Cup 
mode, you can choose from six assorted Cups (MLS, international, European, African, American, or Asian). All 
of this is facisinating stuff, to be sure, but you'll also be pleasantly surprised to find out that there's a create- 
а-ріауег feature included in this electronic coaster of a game. Ooh. Ah. 


Okay, so maybe you're not pleasantly surprised, but maybe the inclusion of a trophy room and league 
leaders might interest you? No? Jeeze, tough crowd, tough crowd, But hey, what would you expect from game 
players like yourselves that have been playing video soccer games for years and years? Apparently, you expect 
more from a game than Konami is capable of providing. Anyway, that’s the gist of it, but read on to find out 
what happens next! 


When last we heard of our intrepid video game reviewer, he was underwhelmed by the staggering 
sameness in gameplay options that felt like a scratch on а music CD, causing the irritating repetition 
of a particular verse — "This party sucks... This party sucks.. This party sucks". 


But, as Bullwinkle might say, “Look Rock, nothin’ up my sleeve”. And, that's just what Konami 
has — nothin’. The saving grace for MLS Game Night could have been the gameplay, but lo and 
behold, there's nothin’ up the sleeve! in fact, it’s the complete lack of gameplay that drags this 
miserable shell of a game further into the brink of oblivion. First of all, there are no juke moves 
or fakes that could help alleviate some of the problems that passing and dribbling force upon A 
you. No, just tap the pass button, wait three seconds, and hope for the best. The delay in reaction иней AA 

time is tragic, as your cyber-Wynaldo 
желга = must first complete his appointed steps 


= 


у CORNER KICK 


AXES s | before initiating anything new. The majority of e ЕН 
— the time, the defense takes the ball away from ! 4 A 
^ | you before the player initiates his next move. But, 


у | | what's SUPER annoying, is the fact that the computer 
й Й is constantly switching the player you control. See, BN) Neate 
м | the computer “thinks” you want to be the character О A ay " > шшш. 
closest to the player with the ball — as you steer 
Q- EE» your guy in the direction of the offensive guy with 
the ball, it will automatically switch to somebody else, 


and you'll find yourself instantly in control of a player headed in the wrong direction! 
That’s а nice-a programming (reviewer shaking his head in disbelief)! 


| About the only thing that could have taken a little of the sting out 
| of this dentist's drill of а game is the play-by-play, provided by 
ESPN’s Bob Ley. Well, other than the name of a MLS player, 
а heads-up on a throw in, and the automatic й 
“formation” quip before each game, Ley has 


PMÍ 
i4 


21 


nothing to say. | kept wanting him to say M Hopefully, Konami hasn't 

"This party sucks", but that didn't gE spent all of their Metal Gear 
Solid (and don't forget Dance Dance 

happen. p. whatever) money on the licensing fee 


that would be attached with the ESPN name 
and logo. The wait continues for a game with 
that license to actually be worth the price of 
admission. Man, this game sucks. 


a 
сомеатгізві ПГУ 


: " 75 page 
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We've all seen 
d slew of sports 
branding over the last four 
years on the PlayStation and when 
it's all been said and done, the only 
ones to thrive have been Sony/989 and 
EA Sports. That hasn't detered others 
from trying, however. The latest in a long line 
is THQ's "MTV Sports". Pure Ride is the first title 
in the line up and it's, believe it or not, a snow boarding 
game, As the name would imply, Pure Ride will combine 
some of todays more popular music with a snow boarding 
game thrown in. Pure Ride will feature professional 
riders dnd real eqiuipment along with a non linear riding 
experience that includes locations such as Canada, France, 
Japan, South America, Sweeden and ofcourse, the good 
‘ol US of A. The most interesting aspect of the game 
should be the "build a mountain" feature that allows ттт — | 
you to create your own track by placing rocks, Е і 
frees and various jumps where you want. That should 
help with replayability and at this point, the extremely 
fast pace of the game, should draw fans 
of the genre to this newcomer. We'll 
let you know how it plays out next 
month, 


it's that time of year again 
when we start to see the inevitable м 
sequels in the sports franchises. For all 
of you hocket fans out there, this latest 
installment from Sony; NHL Faceoff 2001, might be the first 
real “update” in а few years. 2001 features the two new 
expansion teams, the Minnesota Wild and the Columbus Blue 
Jackets, as well as а new ShootOut mode 
that allows you fo go at the goalie "mano a mano”. 
Anew “Draft” mode allows you to personally build 
your franchise and a new tournament mode allows 
you to go for international titles providing a nice 
entry into the Olympic season. As with last year, 
Mike Emrick from the New Jesey Devils and 
Darren Pang from ESPN are back doing the Play 
by Play. As the PlayStation begins to give way to 
ү” й the new PlayStation 2, this may just be the last FaceOff 
for the original system. It’s taken five years of gradual 
tweaking, but NHL Faceoff 2001 looks like it could 
be the most complete hockey game ever 
made, it’s all here and as fast as ever. 
Look for more information next 
month. We're expectin a 
reviewable copy soon. 
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А dark and dangerous future. Ап 

elusive hero. Now, one of the world’s 

most legendary heroes, Strider Hiryu, 
returns on the PlayStation" game console. 
Armed with his light sword, Strider blazes 
through the darkness to battle the evil 
dictator, Grandmaster. 


Featuring 2 discs of gritty action adventure, 
this highly anticipated sequel also includes 
an incredible bonus...the complete, 
original Strider adventure. 


EVERYONE 


CAPCOM 


www.capcom.com 


© CAPCOM CO., LTD. 2000 © CAPCOM US.A,, INC. 2000 ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO. LTD. Strider 2 and CAPCOM EDGE are trademarks of 
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is не а . remember Greg going on and on about the Alien 
Resurtectiori game, so | head on over to Fox's booth to check it ouf. | vaguely 
remember playing it last year, and it seems to me like | saw an ad for this game 
back in 1996. The third-person perspective is gone ~ it plays more like Medal 
‚ of Honor now. l'm distracted by the reflection of а go-go dancer in а cage behind 

me. That, coupled with my inability to figure out ай! of the controls before an 
Alien attacks me, results in а quick death. After getting killed three times in as 
| many minutes, | decide to move on. | secretly hope that | am not assigned the 
, Strategy guide. 


22 MAY 2000 

i | get a call from Dave Winding — "sigh" — I've been assigned the Alien 

; Resurrection strategy guide. in the evening, | head to Blockbuster video fo rent 

| the movie. Although i own Alien and Aliens on DVD, | swore off the series 
after Newt, Bishop, and Hicks were killed off before Alien 3 even got started. 
AR is much better than the last film, although | prefer more suspense and 
less gore. 


29 JUNE 2000 
Since it doesn't look like i'll get а playable version of Alien Resurrection 
for awhile, | bought Perfect Dark and started playing it. This one will keep me 
| busy for quite awhile. 


2 JUNE 2000 
й Today | received а playable version of Alien Resurrection in the mail. Maybe 
_ itis the (аск of a go-go girl behind me, but i did much better this time. Still, 
| there are a few glitches and bugs which impede my progress. Luckily, i'm just 
. playing to get the hang of it — we don't have a more final version yet. 


10 JUNE 2000 

After a week of playing the game, i'm starting to see it in my sleep. This 
is definitely not the sort of game you want to play late at night, which is exactly 
the time | am working on if. When my 4-year-old son walks info our bedroom 
at 4:00 a.m., | instinctively reach for a Pulse Rifle. | decided to take a break 
by playing something less intense before bed. Frogger does the trick. 


12 JUNE 2000 

Since i cannot start writing the "meat" of the guide, I worked on the front 
end: the introduction, explanation of the controls, а list of аї the options, 
| and anything players need to know to get started with the game. | figured that 
the developers won't change many of these options. 


16 JUNE 2000 
| received a newer version of 
Alien Resurrection and started playing 
from the beginning. Many of the options 
have been changed, including all of the 
pre-set controller configurations. It 
took me some time to figure out which 
one | liked best, as they have been 
tweaked from the prior version. i've 
been told we can take screen shots 
from this version, so | begin the 
process, First, | play the game while 
videotaping it. While | am playing, i snap 
pictures by pressing a button on a 
Switchbox which i've taped to the 


Another thing which changed several 
times during the production was the 
controller configuration. In order to keep 
track of all the possibilities, Mark created 
a chart which is partly shown here. 


ot tari of d-confrolfett Sometimes | get so drawn into the game that i forget 
to fdke а picture of something important. 


17 JUNE 2000 

With levels one and two completed, | rewind the videotape. As i watch my 
progress, | type step-by-step instructions on my computer nearby. Every now 
and then the action heats up and | have to pause the game and rewind it to 
figure out what | just picked up or how many Aliens | just destroyed. 

Having finished writing, i count the paragraphs. i've got to end up with a 
multiple of 18 to match the number of screenshots. On Level one, i'm а little 
over, so І try to cut out a few superfluous comments and merge a few paragraphs 
into опе. Now that i've got 36 paragraphs, | create а slide show of all the 
screenshots | took. | can only look at 20-25 at a time because they take up а 
lot of memory, and i've got to pick 36 shots from nearly 75 of them. і write 
the number of the best screenshot in the margin of my walkthrough text. 
Now i rename the screenshots to match the number of the paragraphs, discarding 
excess pictures. Unfortunately, there were a few shots that | didn't quite get 
right, so | load the game up and run through it again to take better pictures. 


18 JUNE 2000 

A bug impedes my progress. 
When i revert to a saved game, the 
controller configuration is changed 
and | can't change it back. Some 
of the buttons | need — item select, 
wedpon select — are not present. 
After several attempts, | have to 
start the level from scratch. | finally 
get it to work. 

After watching the videotape, 
1 decide that it is better to fell 
players fo enter the rooms ina 
different order than | did. i end up 
drawing a map of the area on 
graph paper because it gets confusing. In the process of renumbering the shots 
and rewriting the text, | end up losing a couple of pictures. | have to cut nine 
pictures from the rough draft or else add nine more. After much re-writing 
and editing, | shave it down to 126 paragraphs. Now that is a huge level! A quick 
check of my picture folder shows 127 screenshots. | have no idea why! | end 
up watching а slide show of all the pictures in order to find the extra one. 


Got maps? Sometimes a company provides us 
with them, but most of the time we'll resort 
to graph paper and pencils to help us figure 
out the mazes of tunnels and passageways. 


19 JUNE 2000 

As | double check the text, | find a few areas which are confusing, so | play 
through the level again to figure it out. With three levels completed, | burn a 
CD-R with all the pictures and text and send it to the office where Tim begins 
the real work of processing the text and shots and plotting the layout. | receive 
an e-mail telling me that I've been assigned the guide for Spryo 3, which is 
due in August. Fox wants the Alien Resurrection guide by July 5th “double sigh”. 


20 JUNE 2000 

Greg Off supplies me with the names of some contact persons at Fox. 
suddenly remember that they also asked me to write the instruction manual, 
so | submit a second draft. I'm running dangerously low on supplies. Not pens, 
paper, or Zip disks, but caffeine-laden soft drinks and snack foods. 


21 JUNE 2000 

| receive two games to review for this month's PSExtreme (when | have 
the time). | got stuck on Level four yesterday, but | couldn't tell if it is my own 
fauit or if if is а glitch in the game. | receive yet another revision in the mail, 
this one dated June 16th. My saved games seem to load up fine at first, but then 
some odd things start happening. | call the Tester and Assistant Producer to 
ask about it and am told not to use any prior saved games. They inform me that 
а newer version is on its way "sigh". 


m re e] x 
In the June 20 version of the game, the Flashlight isn't found near the two bodies 
but on a third body added in the doorway up ahead. However, for some reason, a 
ан із already in Ripley's inventory (which was later corrected), Just this one 
small 


tail went through five changes in a month, 


istart the game once again from scratch. | decide fo print ouf my walkthrough 
text and follow along to see if any changes have been made. My printer runs out 
of ink halfway through the 12 pages of level three and | have to refill if. Fortunately, 
| know the first three levels so well that it doesn't take long to play through them. 
Every now and then | get impatient and do something stupid, which means | have 
to start playing from the last save point again. As | play, | notice a few things 
have been changed from the "final" version | was playing just а few days ago. 
і have fo revise my text once again to make note of the changes. Fortunately, 
no new screenshots are needed... yet! 

Even not using prior saved games, there are some weird glitches that 
prevent me from completing Level three. At first, a door won't open. Then i can't 
get down а ladder. Finally, | crouch and end up in dark space somewhere "outside" 
the edges of the level. After several tries, | finally make it through to the end. 


24 JUNE 2000 

i get а new revision of the game, dated June 2151. | cannot use my prior 
save games, so | take а few hours to run through the game from the beginning. 
Asi do so, | notice а few more changes. Once again, | revise the "final walkthrough 
text and check the screenshots. 

Now I'm finally back at Level five. і get killed almost immediately. it's like 
running the gauntlet! | get killed, note what happened, restart, get further 
into the game, get killed, repeat. This level ends up being one of the hardest 
levels of any games | have ever played. The enemy Al seems more advanced 
than prior levels, and there are fewer AutoDocs, Shells, and Medikits (the 
necessary stuff that keeps Ripley armed and healthy). I've often been asked 
what i do when i get stuck. i've never had that happen until now. | just can't 
get through this level! I'm at the end, but | neglected to conserve my ammo. Who 
gives strategies to the strategy guide writer? Help! 


26 JUNE 2000 

i'm worried that | won't meet my deadline unless | pick up the pace. 
Fortunately, we don't have the artwork or maps necessary to layout the book 
anyway. | receive d level select code via e-mail, but | can't activate any of the 
cheats in the middle of a saved game. So, | start Level five from the beginning. 
With full health and infinite ammo, | manage to make it to the point where 1 
am stuck in record time. It's liberating to be invincible! Now that | see what | am 
up against, | take notes. i end up going back to my saved games — without the 
cheat this time — and armed with foreknowledge | finally make it to the end 
of Level five. 


27 JUNE 2000 

| review the videotape and finish writing the walkthrough for Level five. 
Miraculously, it comes out an even 144 shots (16 pages)! Not all my screenshots 
came out, though. Some of them аге too dark, and some of them show the Aliens 
just leaping off-screen, | use the cheat code їо run back through and take а few 
more pictures to fill in the gaps. 


28 JUNE 2000 

in the middle of Level six, the game freezes up on me. і re-set and try again. 
Same problem in the same place every time. So | videotape while playing as long 
as i can, write the walkthrough, and take 50 screenshots to match. Do і wait for 
another revision, or do | use the cheat code to skip ahead to Level seven? 
Decisions... 


30 JUNE 2000 

| used the cheat code to play Level seven, but it 15 also difficult. Since І 
skipped ahead to this level, i can't tell what weapons players will start out with. 
| start out with only а Pistol, which is entirely inadequate, but my only other 
option is to turn on all the weapons — in which case | could be using something 
which won't normally be available. As | ponder my next move, Dave informs 
me that а new rev has arrived. 


1 JULY 2000 

The new rev is here, thanks to the miracle of Priority Overnight mail. After 
the intro cinema plays, the screen goes dark. And stays dark! | reset the 
game, removing my memory cards. This time the game boots. | try to load my 
prior saved games, and the screen stays dark. Looks like I'll have to start over 
from the beginning! Ugh! 


After playing through 
the first two levels, | realize 
that і am running out of fime. | 
So | use the level select code 
to start at Level six where 1 
left off before. | hold ту Гу 
breath when | reach the spot 
where the last rev froze. This 22889 
time | get through. Some changes are minor, „пом you don't! We can't 
Unfortunately, there is а lot but others require us to re- exactly tell players to save 
more to the level than | had think our strategy. Here, in their game on a blank wall, 
realized. Level 2, one of the Save can we? 

Points was relocated. Now 
you see it... 


3 JULY 2000 

Over the weekend | finished Level six as well as Level seven, which turned 
out to be one of the shortest levels I've played so far. After matching the pictures 
to text, i burn а CD-R and FedEx it to the office. i'll be taking a temporary break 
from AR during the 4th of July holiday, but not a break from video games. Instead 
of the strategy guide, I'll be working on the reviews of Ball Breakers and Rampage 
Through Time. 


5 JULY 2000 

Today is the original deadline. We've been given a little bit longer to complete 
the guide, mostly because the game isn't quite complete yet. 

it has been slow going this week due to the holiday events as well as personal 
stuff (mowing the lawn, cleaning the house, and putting together a bunk bed for 
my son, ds promised). К is hard to convince my friends and family that | am busy 
working when fhey see me in front of d TV with a controller in hand. 


7 JULY 2000 

1 was able to finish Level eight even though there are still a few bugs 
that need to be ironed out. More than once і got trapped when the doors ahead 
and behind were both locked. Nothing fo do but reboot. In one room | encountered 
four Aliens who stood there like wax museum statues. While writing the text, | 
had to "imagine" fhat they were attacking me, which is what | assume they 
will eventually do. Of course, with my luck, the developers could take them out 
attogether. You never know. 

i get ап e-mail regarding my next project. Spyro: Year of the Dragon is due 
in early September, which means | ought to expect an early rev in the next 
few weeks. And, if all goes according to plan, I'll be working on my first PS2 
strategy guide (X Squad) which is, unfortunately, also due in September. Here 
we go again! "sigh" 


т —— 


eed 


di ZA " 
By 2:30 a.m., Mark passes out with a 
controller in one hand and Henry 
Weinhart's Root Beer in the other.The nice 
thing about sleeping at your desk while 
wearing clothes is that you can start 
working again the second you wake up. 


can call getting paid to play videogames 
"work." All the caffeine and Baby Ruth 
bars in the world won't keep him awake 
forever, though. 


10 JULY 2000 

Game over, man! Well, not exactly, but i've played through to the end of 
this rev of the game. Levels nine and ten were almost anti-climactic after the 
difficulty of getting through the middle levels. How do | feel? Tired, but glad that 
i finally made it through. i had to re-take the shots for Level ten when an after- 
image prevented me from seeing them clearly. On the second run, | actually 
ended up killing the Newborn when he got stuck on a wall, only to have him come 
back to life later. Clearly the game isn't quite finished. This 15 what they refer 
to in the industry as d "work in progress", 

As Yogi Berra said, it ain't over "НІ it's over! There is still a lot of work 
ahead. i'll have to go back into the next few revs of the game to see what has 
been changed in the final version. I'm keeping my fingers crossed that the location 
of basic items will remain the same. Even if some details are changed, at 
least I've captured the underlying framework. From experience, | know that а 
lot can still go wrong — screenshots can disappear, new text can get swapped 
with outdated text, or the publisher may want to make substantial changes. 

| won't feel d sense of closure, though, until i see the book on the store 
shelf. And | won't feel a sense of relief until і can confirm that it made it to 
market error-free. But by then i'll be up to my ears in the next guide anyway... 


“one last sigh” 
MARK 
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The EXCAVATE section is where we dig up ratings from past issues and present them оп опе easy-to-read page, along 
with а little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as 
а reference for those older games that you might have missed (or wish you had). 


PLATINUM GAMES ISSUE SCORE Rhapsody: A Musical Adventure July 2000 85% 
Chrono Cross August 2000 99% Threads of Fate August 2000 85% 
Medievil ії May 2000 99% Broken Sword 2 February 2000 84% 
The Legend of Dragoon July 2000 99% Expendable July 2000 84% 
Ace Combat 3 Electrosphere March 2000 98% Koudelka August 2000 84% 

| Front Mission 3 May 2000 98% Battletanx Global Assault April 2000 83% 

| Golf Paradise (import) June 2000 98% Covert Ops: Nuclear Dawn July 2000 83% 

1 Gran Turismo 2 February 2000 98% Deception 3: Dark Delusion April 2000 83% 
Tekken Tag Tournament (import) June 2000 98% Die Hard Trilogy 2 March 2000 83% 
Tomba! 2 February 2000 98% ECW: Hardcore Revolution March 2000 83% 

i Vagrant Story June 2000 98% Micro Maniacs May 2000 83% 

г GOLD GAMES ISSUE SCORE Missile Command February 2000 83% 
Gekido July 2000 97% Mr. Driller June 2000 83% 
Rayman 2: The Great Escape August 2000 97% Armored Core Master of Arena April 2000 82% 
Syphon Filter 2 April 2000 97% Family Game Pack May 2000 82% 

|| WWF Smackdown April 2000 97% Monster Rancher Battle Card Pro | August 2000 82% 
Colony Wars Red Sun April 2000 96% NCAA March Madness 2000 April 2000 82% 
Hot Shots Golf 2 March 2000 96% Romance of the Three Kingdoms 6 | March 2000 82% 
MTV Music Generator February 2000 96% Grudge Warriors July 2000 81% 
DrumMania (import) June 2000 95% Stepping Selection (import) June 2000 81% 
MLB 2001 June 2000 94% Who Wants То Be А Millionaire? August 2000 81% 
Street Sk8er 2 May 2000 94% Arena Football Unieashed July 2000 80% 
Grind Session July 2000 93% Big Ol’ Bass February 2000 80% 
Jojo's Venture April 2000 93% Dokyu Billiards 2 (import) June 2000 80% 
Legend of Мапа August 2000 93% Eagle One: Harrier Attack May 2000 80% | 
Marvel Vs Capcom April 2000 93% Fatal Fury Wild Ambition March 2000 80% | 
NBA Shootout 2000 March 2000 93% Sammy Sosa High Heat Baseball 2001May 2000 80% 
Rolicage Stage 2 April 2000 93% Silhouette | Mirage February 2000 80% 

| Street Fighter EX2 Plus June 2000 95% Surf Rider Ё August 2000 80% ; 

_ Strider 1&2 June 2000 93% Urban Chaos June 2000 __ 80% | 
Disney World Quest Magical Racing May 2000 92% BRONZE GAMES ISSUE SCORE 
Sim Theme Park World May 2000 92% Crusaders of Might and Magic April 2000 79% 

| Wild Arms ti July 2000 92% Mobil 1 Rally Championship April 2000 79% 
NFS: Porsche Unleashed June 2000 91% Vandal Hearts ti February 2000 79% 
Q*Bert February 2000 91% South Park Rally February 2000 78% 

! Alundra 2 May 2000 90% Eagle One: Harrier Attack February 2000 77% 
Evergrace (PS2) July 2000 90% N.Gen Racing August 2000 77% 
Nightmare Creatures ii July 2000 90% Spec Ops: Stealth Patrol July 2000 77% 
Railroad Tycoon it March 2000 90% Army Men World War June 2000 76% 
Silent Bomber March 2000 90% Countdown: Vampires June 2000 76% 

ed Punks May 2000 90% 1.@ Remix+ (import) June 2000 76% 
Test Drive Le Mans July 2000 90% Superbike 2000 May 2000 76% | | 
SILVER GAMES ISSUE SCORE Jackie Chan Stuntmaster March 2000 74% | 

- Dead ог Alive 2 (import) June 2000 89% Rainbow 6 - February 2000 74% 
Fear Effect March 2000 89% Triple Play 2001 May 2000 73% 

- Road Rash Jail Break March 2000 89% Army Men: Sarge’s Heroes May 2000 72% 
Tiger Woods PGA Tour 2000 February 2000 89% Gradius ili & № (PS2) | July 2000 71% 
Colin McRae Rally March 2000 88% Fighting Force 2 February 2000 70% 
FIFA Soccer World Cup August 2000 88% Jedi Power Battles June 2000 70% 
Nascar Rumble April 2000 88% Runabout 2 August 2000 70% 
Rock the Rink May 2000 88% | ТІМ GAMES ISSUE SCORE 
Striker Pro 2000 June 2000 88% RPG Maker August 2000 69% 
Galerians May 2000 87% Driving Emotion Type-S (import) June 2000 60% 

„КҮЙ Misadventures of Tron Bonne May 2000 87% Sammy Sosa Softball Slam June 2000 51% 
ЕЕ X. Gauntlet Legends May 2000 86% Armorines July 2000 43% 
жш Gekido February 2000 86% Primal image August 2000 34% 


Hydro Thunder April 2000 85% Sky Surfer (PS2) July 2000 1% 


what do all those numbers mean? 
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TOMORROW NEVER COMES 


You know, I’m probably just too close to the entire PS2 launch thing, but | am growing very impatient. 

Гуе had а PS2 for almost five months now and 11 bet you | haven't even fired the thing up for over 

two months. Every time some new piece of garbage comes in from Japan (there hasn't been anything 

that even closely resembles a game released since FIFA 2001), Greg will head on over to Network Video 

(our source for import goodies) and plunk down the credit card for another $100 stab to the heart. He'll 
ask me if | want to be the first to give it a go (the latest shoot your own soft porn, music game, or a terrible 

Wipeout wannabe), and I'll decline and look at the first few seconds before getting back to work. It’s actually 
kind of sad. | j 

Next month, PSExtreme officially becomes PSE2 and we begin our next generation of PlayStation coverage. 

Му hope is that we actually have product to cover in this first issue! | realize this is a dramatic over-statement 

and that there are over 20 reasonable games that SHOULD be ready for North American launch (take a look at 
EXNews for a complete listing), but we're not seeing them yet... and we are about to go into our October magazine 
cycle! 

Of course, the first year for a new system is always a rough one, but it’s kind of depressing when you realize that, 
in all likelihood, the only non-sports title that Sony will ship this year;as the hardware manufacturer and first party 
software publisher, Fantavision, is a glorified screen saver:We've had a number of third party publishers in our house, 
showing us their works-in-progress, but none of them have been able to leave us anything. Quite honestly, most of 
the titles that we have seen look like they could use a few more months’ work anyway. 

You can chalk this rant up to the delusions of a rabid gamer that has already played the best Japan has to 
offer and that expects too much, too soon. But, if | am going to lay out $300 for a system, | think it is fair to expect 
that | will be able to play a couple of titles that are somewhat original and that begin to tell me а little of what PS2 
is about. The two games that | was most looking forward to, Dark Cloud and The World is Not Enough, will 
not even come close to making it on Santa's sleigh. My only hope for non-sports/driving original content is if the 
elves at Free Radical Designs (Timesplitters) and Volition (Summoner) are willing to give up their lives (at 
least in the short term) to entertain me. In addition, | am maintaining hope that Oni and X Squad will not only 
make it, but provide a decent amount of original fun. 
My crystal ball is a little foggy right now, but I’m hoping that the lack of information and playable games 
is part of some sort.of marketing master plan that | am not capable of understanding. In any event, 


look for us to give you everything we know in the debut issue of PSE2... It's bigger, cheaper and deeper! 


Dave 
dwinding@psextreme.com 
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We don't want to sound cocky, but we are the best PlayStation® 
magazine available. We've been making 7 Ехігете since the 
PlayStation® first came out. That's a long time. Longer than any other 
PlayStation? magazines. So call us up right now and place your order, 
okay? It'll be really cool. 
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(4) ) "А great new game for the PlayStation game console...” 


©2000 Take-Two Interactive Software, Inc. АП rights reserved. Take-Two Interactive 
Software, Inc. and the Take 2 logo are registered trademarks of Take-Two Interactive 
Software, Inc. Empire Interactive is a registered trademark of Entertainment International 
(UK) Ltd. All trademarks and logos used remain the property of their owners. PlayStation 
and the PlayStation logo are registered trademarks of Sony Computer Entertainment 


Inc. The ratings icons are trademarks of the Interactive Digital Software Association. 


«Хо suggested Retail Price 


Wwww.TakezGames.com 
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Made with love by 


<EUROMAG- 


Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; пог do we offer anything 
available from the publishers themselves: 


If you соте across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


